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SOFTWARE 


support for your XL/XE 


TRANSDISK IV 


Best Seller! 


Now available exclusively from PAGE 6 SOFTWARE 
TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISKIV is a Simple to use utility that will transfer all your cassette games to disk - easily and quickly! 


• Handles any type of cassette format • Handles cassettes that load extra levels 

e Allows several games on one disk • Use all available memory on XL/XE machines 

• Handles cassettes that require full 64k memory • Full step by step instructions included 

• Complete with chart of exactly how to transfer 
the more popular games 


Price £19.95 


TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer fites to your ST without 
the need for a costly interface. TARITALK will transfer text files, 
database information, pictures, music files, BASIC programs, in 
fact any file that has a normal DOS directory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - it is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 


MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of the best applications 
programs ever written for the 8-bit Atari. You get a WORD 
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS - all in one program. Almost 
£y@ry serious application you can think of is contained in MINI 
OFFICE 11 and each module is first class - as good as any stand 
alone program - rf you can find one! 

MINI OFFICE If is the program no serious user should be without 

Price £14.95 


ATARI SOFTWARE BARGAINS 

Please check our supplement or telephone for details of 
dozens of great offers on Atari software - many at hall price 


THE BIG DEMO 

The best demo ever produced for the 
XL/XE. Great graphics, excellent music 
and the best sampled sound ever 
heord on an 6-bit Atari (even beats a 
lot of the ST stuff!) 

Can you afford to miss out any longer? 

THE BIG DEMO Is £3.95 

Please r.r-lE that wmR ral scffilllrip iTiRssiyeS EODiam wards tnal 
sans people rr 3it soiect to 4 srd clw disk should I not be 
considered suitable tor voung children ton BIG jfMu mciuires 
1Q50 disK drive and* will nrtf run fully WiPi any oilier dnve 


SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful! program to teach four to five year 
ctds the alphabet plus word recognition and 
word and picture association. Guide them 
with those first steps whilst also- teaching them 
to enjoy the Atari as a creative tool. SPELL ME 
has been written by o qualified leocher. 

Cassette £4,95/Disk £6.95 

exc.iLr 5iVe-.iv from FASF £ SOFTWARE 


MIDIMASTER 

The package Thai allows you to conned any 
Midi synthesiser to your XL/XE. Record in real 
time on up to a tracks - play back with any 
voice - change tempo - transpose ■ plays 
AMS or Music Studio files - includes voice 
patch editors for-certain Casio and Yamaha 
synlhs - and more. 

Comes compfete with interface cable, 
software and tuff fnsfructfom 

Price £24.95 


All items on this page may be ordered with the order form on page 54 or by writing to 

PAGE 6, P.O. BOX 54, STAFFORD, ST 16 1DR. 

Credit card orders may be telephoned to 0785 213928 or FAXed to 0785 54355 













‘The magazine 
for the Dedicated 
Atari User' 


CONTENTS 



RADICAL RUPERT 
A weird sort of game 


SUBSCRIPTIONS 

Annual subscription rotes (6 issues} 


UK £10,00 

Europe £15,00 

Elsewhere (sea} £15-00 

Elsewhere (Air) £21.00 


OvereeBs raCB ffillKl Oflly tire dt11ererKi& rn postal costs 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue of NEW ATAR] USER is 
available either separately or on subcrip- 
lion. Single price £2.95 per disk. Subscrip¬ 
tion rates (6 issues] 


UK £25.00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere (Air) £42,00 


Please make cheques payable to PAGE 0 
PUBLISHING and send lo the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and encourages its readers tn 
submu. articles, programs and reviews for publi¬ 
cation. Programs must be submitted an disk or 
cassette. ar:ic as should wherever possible oe 
submitted as text files on disk. We seen to en- 
erjyrage your participation and do not have strict 
rules tor Submissions, if something mteresls you. 
write a program or arbea and Submit it Approp'i- 
ale payment will he made lor si published prog 
rams and articles, all payments being made al ihc 
end of the second month shown in she cover oF 
the issue concerned. 

Ah original articles, programs anti other material 
n NEW ATARi USER is capyrsgh! of the author 
as credited AH uncrediied material is copyright 
PAGE 6. Unless contam ng the by-line All Rights 
Reserved' any material m NEW ATARI USER 
may he reproduced by User Groups and ofhe- 
■non profit making organisations provided that lhe 
author's name is included and PAGE 6 is credited 
as Tie ongmal publisher Permission to publish 
elsewhere should bo obtained from PAGE 0 or 
the author. Editors ol newsletters reproducing 
mHler a are requasled to send a cosy of the 
relevant ssua to lhe Editorial address of PAGE 
6. WTiitst we lake whatever steps we car to 
ensure the accuracy of articles and programs and 
the contents of advertisements, PAGE 6 cannot 
be held liable for any errors or claims made by 
advertisers. 

ATARI (TM) is a registered trademark of 
ATARI CORE A'i references should be so 
noted NEW ATAR: USER is an independent 
publication and has no connection with Atari 
or with any other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 22nd November 
Editorial copy date is 15th October 
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’The Magazine for 
the Dedicated Atari User" 

ISSN No. 0953-770$ 

THE CREDITS 

All of the usual stuff is cm page 3 but here arc 
the people who made lbt& issue possible. 

Les ElLidghani did the usual editing, layout, 
paste up and played around with the tin- 
Lshcd(V) version of Fleet Sired 'A with help 
from Sean who just played quietly on his own 
most of the time 

Sandy did the usual in kinking after the 
advertising, coping with the mail order and 
lots more 

Now that Mrs Bushy has settled in we are 
going to call her Stacey and hope that she 
doesn't have too many birthdays otherwise 
nothing will t;ver get done 

The Regular Contributors, who provide: the 
backbone of the magazine and can generally 
be relied upon to come up with good articles 
and reviews, are .... 

Mark Hutchinson John S Davison 
John Davison jr John Sweeney 
Paul Kixon Damon Howarth 

Ian FinlaySOIl 

All other contributors for this Issue one indi 
virtually credited alongside their articles or 
programs. Thanks to everybody for sharing 
their work and enthusiasm with other Atari 
users, 

Vtte never dfrt bear 

The cover picture comes from Paul Lay's new 
game HOT BLOCKS another one that is 
hard to illustrate in any other way. l-elk hope 
i hai a feature on the cover will encourage 
Paul Icj keep writing for the ft bit! 

This issue hi dedicated la RQY HARPER trha 
after n aouphe of albums in the uiiLdenwss. 
has rame back LUith an tibxulutc stunner. 
ONCfi craritaita someo/Wfii/.s best sonps ewer 
and IF stands as the finest sang on religion 
ewer penned. And only Roy Harper u-ould 
Fini*r (F ic courage to rnriic THE BLACK CSX)UD 
OF ISLAM which, sums Lip precisely twhal 
these nutters are all about. Thanks. Roy, Jot'a 
tfireut listening experierice arid the chills tfoum 
ihc spine. All lean do Lri return is sag ihtmk 
yoti jor helping to create another issue o f an 
insityriflEearif Uille trueg.iuter magazine aiidjbr 
having the cvwrvge to sap things ihuf need to 
!>e said, 

NEW ATARI USER Is the magazine, 
PAGE 6 is the concept. Wherever you see 
PAGE 6 you'll knew what It means! 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 


PAGE A shows juxl what irtN CAN rf O with _j.mii it Atari, fi'i'iJj 
She t'.CCCpiiyn affinal x/rtipixt oil fi f.JH ihlfiwr asxd use- of xt t'< p F i> 
lament fw the {istings and piivtvS.Xhe magazine h prepared 
entirely with Atari based equipmerlt atltf Vr ffrearc ■ not a 
Ifdjriijda.vlt iV f ft Xf ?fj rijtrAll- Ranhvtitt used fitclftdcs l.UtXL. 
Ifttt> dink drive r 31ft disk drive, 4U) cdisetlt foccasimaltyll, 
H5tl Interface. XEC &02f printer, H'.mS f. HM124 Monitor, 
Atari 5HI94 hard disk drive, Cumtm 1 meg disk drive, 
t'.pstm RXUR) printer, hyment Idler printer, MicrmluffVr 
printer buffer Software i nr hides Snjfevsii'tpt, 7 urbtt Haste, 
hermit, iT fltMWNML Print WtZ, STWrOar, 

Protest arid Fieri Street Publisher. 

.4rtiefc$ and programs submitted nr? XI. XU iffski «re mbfec- 
ted so various- tuifiMJt written programs before being transfer 

red «tnn ta the ST via TARf-TAI,k- --1X1 auger editing h 
dura with Prateet aud pages hi* taid out sitlx Fleet Slritei 
Fubirsher. A disk wish the finished pages it sent up So a 
typesetting bureau f>f be output on a Littinr ita Jflfl and. hey 
presto, finished pages are sent stuck. It tedlljt it MS work - at 
iYj rf, 1 Mi shat is left it So if rep iir She fistingi uttd phdtOf Well, 
its nut quite (ts easy a.S that, but jNNi Jfri the idea! 




TIME OUT? 


In theory, the longer you do something the easier It should become and the less time 
it should Lake, In the world of producing specialist Interest computer magazines this 
doesn’t seem to hold tme H however, especially when producing the magazine is not 
the only thing to he done. When the time comes round to prepare another issue (as ii 
docs all too often!) it takes about two weeks of solid work during which time there is 
not much time to do anything else. Using the computer to write programs or play 
games went out of the window many years ago and I envy those oi you who are able Lo 
do these things, in its place comes using the Atari as a creative tool which in itself is 
quite rewarding especially when programs come along, or are enhanced, to allow you 
to achieve very professional results without going to outside agencies but sometimes 
those rewards can be hard won! 

Fleet Street Publisher is one of those programs and, if all gtrcs well, this issue will 
have been produced using Fleet Street. 3, I say ‘if all goes well' since at the time of 
writing there appear to be one or two small problems in the Postscript output routines 
which, if they can’i be solved, will mean creating the entire magazine again on the old 
version! Still, creating, the whole magazine again is nothing new! Just as I finished the 
last issue I had a major disaster and had to recreate the entire magazine - a week’s 
work that took only a couple of days second time round, but that was a couple of days 
that could have been spent doing some of the normal Lliings that normal people do. 
The major problem is lack of staff. Running a magazine with a full time editorial staff 
of one is not what any sane publisher would ever contemplate! Unless you are making 
a lot of money, however, it has 10 be done that way because the world of magazines, 
graphics and writing is a very high cost world. One occupational diversion is to look 
through the production credits of other magazines, often more interesting than 
reading the magazines themselves, to find ouL how others cope. There are several 
small circulation magazines who work in the same way hut when you come to the big 
sellers, the difference is remarkable. Take AUTOSPORT tor instance, a full time team 
of forty with another thirty-seven outside contributors. All working on one magazine! ] 
bet these folks go home at 5 pm, and do things like decorating the house, planting the 
garden, playing computer games, going out, maybe even watching the television! 
When we have our staff of forty. I'll take a bit of rest and. maybe, even answer some 
of your letters! 


WARGAMES 

Are you interested in writing some reviews for us on wargames for the XL or XE? Miles 
Better Software have kindly donated some of the SSI war games for review but the 
chap we had lined up as a vvargamc reviewer has now deserted the Atari scene so we 
have the software but no reviewer. Get in touch if you are heavily into wargames and 
can write an objective review and we will wing them along to you. Please don't apply 
just to get some free software, you must be ahle to write clearly and concisely and be 
able to submit the reviews fairly quickly, 

STILL MORE CONTRIBUTIONS 

Thanks to those of you who sent in contributions as a result of last issue’s editorial. 
We now have some programs and articles lined up for the nexl issue but only some. 
We still need a lot more. What has happened to all the games in Basic that will help to 
leach others how to program? Most of the games submissions Lend to come In the 
form of machine code which might create great games but doesn’t teach the folks 
typing them in much about programming! What has happened to the folks who used 
to write arLictes for magazines like Monitor or the major magazines that occasionally 
ran Atari arLicles or programs? Have they gone on to other machines? What about 
some of those old articles that appeared many years ago. maybe they could be dug up, 
tidied up and reprinted? There Is a stack of knowledge around on the Atari 8-bit that 
could easily be shared with new users, so how about digging deep and sending 
something in to us? 


JIex Stibi^kom 

NEW AM m is created wth M STREET PUBLISHER 

from MIrrorsoff 
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TOP US SOFTWARE 

Gralin International who advertise in this issue, art? 
now Importing a selection of the ICD range of 8 bit 
products including the Printer Connection at £29.99, 
the P;R; Connection h US Doubler, Action! and MAC/ 
65. They also have a nice little catalogue detailing 
other products currently being imported which con¬ 
centrates mainly on the productivity side of the XL/ 
XE with hard wan 1 from Newell Industries, such as 
Omnimoti. Fastchlpand Omni view which gives full 
SO column {capability plus memory upgrades arid 
other enhancements. 

On die software side Gralin have a number of prog¬ 
rams that, most users will not h ave heard of such as 
Blazing Paddles* a comprehensive drawing program. 
Membership Program, to keep membership records 
and product? mailing labels, Schematic Designer for 
producing circuit diagrams. Other programs that 
have not been available for some time include the 
database program Data Perfect and another data¬ 
base called Super Daiabase 1-2-3 which allows you 


to create any number of master databases from the 
main program, all of which can be run independently 

The Gralin product range is relatively small but 
contains programs and hardware that you will not 
find elsewhere, give them a little support, 

NEW INTERFACE 

With printer Interfaces in short supply since Fron¬ 
tier's decision not to continue with the ICO Interface, 
news of a new Centronics interface is good news 
indeed. Derek Fern hopes to have available shortly 
an Interface hoard requiring no soldering that call be 
installed in your XL or XE, Expected retail price is 
around £35 but give Derek a ring on 021 353 5730 
for further details. 

If you want to take a look at the projects LhaL Derek 
is into and also pick up some printer bargains - he 
will have a stack of 1027 and 1029 printers available 
- pop along to the Alternative Micro Show where 
Derek will be cxbibiLiug along with PAGE 6, Bourne 
mouth and Poole User Group, Callssto arid others. 


DON’T RUIN YOUR ATARI! 


We recently received a free sample of a neat 
little tieutoe that iviEI sc! you back 0 mere 
£1.99 yet could save you a fortune on repair 
bllEs. Just a piece of high density foam but 
cleverly designed to hold plastic vending cups, 
standard Coke cans, slimline cans or juice 
cartons on pour desk toitfl no chance of them 
being accidentally knocked ouer. The device 
can he free standing or Stock damn to your 
desk, 

ft's called THE GRIPPER and should he avail¬ 
able at places like garages etc. Put ice haven't 
seen any locally. If you want lo./irid a Stockist 
give the manufacturers. Innovation Ltd., a ring 
on 07) 300 0919. 



WBmm 



PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533 

xtsxE softwa/jc >1 ~r discount pmets 


DISKS 


BUDGET CASSETTES 


Slinky's Scary School. £4,50 

Crumbles Crisis ............. £3,95 

Decision in Desert.. £8.95 

Druid ........... £5,95 

Financial Cookbook .......... r „ £5.95 

Kick 0« „„. £10.95 

Jocky Wilson Darts ...._.... £4.50 

Las Vegas Casino .. £4.50 

Mountain Bike Racer £4.50 

One on One.. £7.95 

Plastron . £9.75 

Sea Bandit... £3.50 

Silicon Dreams... £7-95 

Speed Ace „. £4.50 


Textpro...*.. £2,95 


Draconus ....£5 50 

Kick Off.... £7,50 

Headache..... £7.75 

Rosen's Brigade,,,,.... £4.50 

Speedhswk.. £7.75 

Tiger Attack .... £7.75 


Conflict in Vietnam . £8.75 

Crusade in Europe £7.95 

Draconus ..£9.95 

Fantastic Soccer ........... £4.50 

Hawkqjucst .. £17.95 

Junos First...£4.95 

Kenny Dalglish .. £11.50 

Living Daylights .. £4.50 

Ninja Commando .. £4.50 

Phantom .. £4.50 

Rosens Brigade .. £4,50 

Seven Card Stud .............. £2.50 

Spy vs Spy Tri logy.. £5,50 

Star Wars .. £10-95 

Zaxxcn. £4.59 


Plastron .. £7.75 

Sea Bandit.. £3.50 

Star Wars .. £8.95 

Zero War.. £7-75 


Arkanoid .. £2.95 

Slinky Scary School .. £2.95 

Cosmic Pirate .., T .„. £2.95 

Domain of Undcad .. ££-95 

Encounter... £2.95 

Fig Forth .. .......... £2.50 

Fruit Machine Simulator ....... £2.95 

Gridrutiner .. £2.95 

Head Over Heels £2.95 

Jocky Wilson's Darts .. £2.95 

Las Vegas Casino... £2.95 

Living Daylights . £2,95 

Mira* Force .. £2.95 

Mountain Bike Racer.— £2.95 

Ninja commando — £2.95 

Pinball Simulator .. £2.95 

Protector .... £2,95 

Roulette Simulator ................ £2.95 

Sidewinder.. £2.95 

Speed Ace .. £2.95 

Space Wars. £2.95 

Tale of Beta Lyrae £2.95 

Timeslip .. £2.95 

Turf Form... £2,95 

Who Dares Wins It .. £2.95 

Yogis Great Escape_....... £2.95 


★ ★ SPECIAL ★ ★ 


kabdom 
{ROM CATRIDGE) 
E2.95 


AstrodrOid .. £2.95 

Bouldsrdash IV . £2.95 

Crack Up .. E2,95 

Dreadnought .............. £2,95 

Fantastic Soccer .. £2.95 

Foolfoall Manager._._ £2.95 

Ghosl buSterS .. £2.95 

Hardball.. £2,95 

Jet Boot Jack .. £2,95 

Joe Blade II .. £2.95 

Little Devil .. E2.95 

Mad JdK . £2.95 

Mon ntaln BI ke SI m ...... £2.95 

Nightmares... £2-95 

Phantom £2-95 

Planet Attack... £2,95 

Robot Knights £2,95 

Screaming wings.. £2-95 

Space Rider . £2.95 

Speed Run . £2.9$ 

System 9 .. £2,95 

Thunderfox . E2.95 

Titan .. .. £2,95 

Warcopter... £2.95 

World Soccer ..— £2.95 

Zybe* . £2.95 


XC12 Cassette Player £29.95 

■ ring for availability 
Blank 5.25 " disfrs E4.00 for 10 


Zero War.. £9.75 Zybex,... . . £4,50 


CASSETTES 


Black Lamp ,.... £7.75 Colourspace.... £5,75 

Kenny Dalglish __ £7.75 

Hawkquest ... £9-50 


FREE ATARI 8-BIT CATALOGUE AVAILABLE ■ TELEPHONE OR WRITE FOR YOUR COPY 



UK and EIRE: POSTAGE & PACKAGING FREE an orders over £4.00, Add 5Op for orders under £4,00 
OVERSEAS: EEC countries add 75p per Item, Non-EEC countries add £1 per Item 

ACC ESS, VIS A ft EUROCARD credit cards accepted. Order by telephone with credit cards 
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Got a point 
to make? 

Got any 
questions 
to ask? 

Write to 
Mailbag 
P.O. Box 54 
Stafford 
ST 16 1DR 


PORTFOLIO 

CONNECTION 

I have the following at 
home, 8GUXL, Star LG 10 
printer, &50 interface and 
modem. Because 1 do a lot 
of travelling away from 
home I would like a pocket 
computer such as the Atari 
Portfolio. Could you help 
me with the following ques¬ 
tions? Would 1 he able to 
type in listings from PAGE 
G to the Portfolio? Could 1 
then transfer this data in 
any way to my computer at 
home, either by TAR.ITALK 
or via the interface? Could 1 
go the other way round, i.e. 
send appointments, and 
addresses from my main 
database on my home com¬ 
puter to the Portfolios 
database? 

Chris Hudson 

Helensburgh 

We have had seuerai en¬ 
quiries along these lines re¬ 
cently, regarding the Portfolio 
and the Psion Organiser. In 
theory there is no reason why 
yon cannot transfer data, be- 
tween the 800XL and any 
other computet flluen the right 
software and connecting 
cables, You tolll firstly need 
an interface ori the 800XL 
such as the 850 or P;R; Con¬ 
nection. Then you need a 
cable to connect the niter face 
to your other computer ( '■litch 
canid be die first of goat prob¬ 
lems, The only ready made 
cable that luc knotu of will 
connect the 850 to an St'or 
IBM but we are riot sure if this 
utffi connect to the Portfolio or 
Psion, so you may need to 
have a cable made up. You 
next need some comnumkxi 
(tons software on either end , 
For lite SOOXL there are public 
domain programs available 
four disk DS#9 contains Ker- 
mii and Amodexnl and there Is 


a comms package on the Port¬ 
folio. Once you have all tills, 
you should be able to transfer 
data both ways luithoui 
problems. 

Typing in program listings 
should be possible , buf you 
Lcfll not be able to access the 
Atari 'CONTROL' characters 
on the Portfolio so lulU need to 
substitute these characters 
and retype them when, ported 
over to die SOOXL Listings 
transferred front another 
machine should be in ASCII 
format and need to be entered 
into die XL unfit the ENTER 
comma fid and then resaved 
using SAVE. Transferring 
data out from the XL should 
also be in ASCII so you should 
ensure that any database you 
use can output files in straight 
ASCII/ormat. 

Ad this should be possible 
bui we have not tested it. The 
entire subject of transferring 
data to other computers, espe¬ 
cially portables, would make 
an interesting article arid 
someone read toy ihis mast 
have done it. How a [tout wril- 
ing the article? 

MEMORANDUM 

There is a slight error in 
my MEMORAPtDUM prog¬ 
ram published in Issue 45, 
The N=%1 iu line 590 must 
be changed to N=%0 other' 
wise the first record of ab 
can't be found if you type 
the first letter of that re- 
cord in the Search mode, 

Robert de Letter 

Belgium 

1050 REPAIRS 

1 shall be most grateful for 
your help, please. 1 have a 
1050 disk drive which is in 
need of attention but so far 
have not located a local re¬ 
pairer. lean get to Bath, 
Bristol or Swindon if you 


know of a repairer in these 
towns. 

D,Saunders, 

Devizes 

Repairers for 8 bit products 
are now few and far between 
and most folks toil! almost cer 
tainly haue to send their com 
paters and driues away. 

There used to be a repairer in 
your area called Aeon Micro 
Centre bui we are not sure if 
they still repair 8 bits, you 
could ytc'e them a try on 0789 
292289. The only Other repair 
service fhai we knoiu of cur¬ 
rently is offered by Derek 
Fem who has an aduert else¬ 
where in this issue. 


COMPUTERHOUSE 

WARNING 

I am writing to complain 
about one of your advertis¬ 
ers, Compnterhousc UK. Six 
months ago 1 purchased an 
XF551 disk drive from 
them which became faulty 
after only 2 weeks, For six 
months now T have been 
trying to get them to hon¬ 
our the guarantee but they 
refuse to answer any letters 
I write on this matt er . 

Could you please therefore 
consider very carefully any 
future advertisements they 
place with you or at least 
warn your readers about 
this company. I am trying 
desperat ely to get Atari to 
take responsibility but this 
seems highly unlikely as I 
purchased the machine 
from Cotnputerhouse. It 
therefore looks likely that I 
shall have to bear the cost 
of any repairs needed. Be 
warned. 

H, Rayner, 

Leicester 

We haw not taken any adver 
i is tag from Campn ter house 
since ihe end of last gear and 
in fact they have not yet paid 
us for the last aduertLsemertt 
they placed , We are currently 
in the process of suing the 
coTTipanyfar non-pnymam but 
as they have failed to respond 
to ihe summons it looks likely 
that the boiliffs will have to be 
sent in. Compuierhouse never 
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were very good at submitting 
advertising copy ori time or 
paying ns but we have never 
had more them the odd com¬ 
plaint about them, over the 
years. Naturally there intll be 
no further advertising and 
readers are married about re¬ 
sponding to earlier ndc'ertise- 
mentSr 

UNFINISHED 

BUSINESS 

I own A 65XE and XCI2 
tape recorder and enjoy 
your magazine a lot but I 
have a problem, I am a slow 
typer and it takes me ages 
to write programs or type 
them in from magazines 
and 1 wondered if there was 
a way of writing some of the 
program 1 am working on 
and saving it and being able 
to load an uncompleted 
program. So even if 1 shut 
off the computer I can re¬ 
load the unfinished prog¬ 
ram and carry on from 
there, 

Gurbinder Aulak, 

Birmingham 

There is absolutely n a need la 
complete a program before 
you sane it, indeed id is prefer¬ 
ably to save several 'incom 
plete Lfersiojts as you go along 
in case there should be a 
power failure or other problem 
Luilh your computer , All you 
need to do is CSAVE or SAVE 
you listing at any time, if 
doesn’t matter u?haf stage 
you are at. The program re¬ 
mains in memory and you can 
soue ft again Luhen you haue? 
typed same mare, if you Leant 
to shu? dotun the computer, 
just CSAYE or SAVE the list 
ing and then CLOAD or LOAD 
it ay aim ruheri you Stuifch on. 
You. can then earn / on typing 
and the whole program u?tll be 
in memon/, ft’s simple. Just 
save whenever yon like, land 
in unfinished programs and 
carry on typing, 
tj you haoc a eery long list¬ 
ing that you mould prefer (o 
split info sections then you 
can save it in a dyf/eront for 
mat and combine the sections 
later, //"you use the command 
LIST ', such as LIST "C:” or LIST 


D:fllename' r then the program 
is saved in a form that can be 
combined irith other prog 
rams, or pans of programs, in 
this case you mould type SCty 
the first half of a program and 
LIST it out. You could (lien 
sLoifdi off and on again and 
type ire the second half again 
seating this with LIST to 
another section of tape or 
disk. To combine the two just 
enter the first listing using 
ENTER ”C:" or ENTER "D:f\le- 
ncarte" and then enter the 
second listing using the 
ENTER command. The hoo 
listings will be combined into 
one. The only thing you must 
he careful of using this 
method is not to use the same 
line number in the second list¬ 
ing since these luill ooeruv’ite 
oriyinul line numbers from the 
Jirst program when combining 
the lux> listings. 


WHAT PRINTER? 

I'm thinking of buying a 
printer to use with my 
SOOXL and I'm tempted to 
stick with Atari but I know 
that the 1029 is incompati¬ 
ble with most commercial 
software and I'm not clear 
whether this problem still 
occurs with the XMM8QI* 
Please put me out of my 
misery by telling me 
whether I would be able to 
use software such as Print- 
shop with the XMM801 or 
whether 1 should forget it 
and search out an interface 
for another brand of 
printer. 

If you help me out on this 
one, you'll confirm my be¬ 
lief that yours Is the best 
magazine evert 

Alison Dunbar 

Fraserburgh 

The prime consideration when 
buying a printer is how much 
you ran afford to spend. If 
you can afford it, we mould 
recommend going Jar arl inter 
face and an Epson compatible 
printer extert/ lime bul you are 
looking to spend, a minimum 
of £150 altogether probably 
more. We would recommend a 
Panasonic KXP1Q82 or similar 
with an ICD Printer Connec¬ 
tion u-’hich you should Jind 


will cope with most commer¬ 
cial soft ware. If money is tight 
then your only option, short of 
buying second ha rid. is to get 
an Atari printer. The 1029 can 
none be picked up guile cheap¬ 
ly but. as you say, it. does 
have compatibility problems 
LOtth .some software. It is 
nevertheless a good beginners 
printer and should Scree- you 
well for most non graphics ap¬ 
plications. As far as tlte 
XMMSOl goes, this should be 
an Epson compatible but tike 
many so called 'compatibles' 
it isn't fully and you mag sifU 
have problems wiih some 
commercial software, ft is a 
much betterprinter than the 
1029 horoeuerand wou Id he 
UJOrih paging a lit lie mare for. 
If you can find one thaJ is 
because Atari no lortgcr manu- 
facture this mode L Try a J029 
as the cheap option or Save 
up for a third party printer 
and interface , the choice is 
yours! 


SPELLING CHECKER 

I have a c opy of mini Office 

II and find the whole pack¬ 
age very useful, very welL 
set out and would recom¬ 
mend it to anyone who 
wants a low cost office 
package. The one problem I 
have however, and I suspect 
others have a similar prob¬ 
lem, is my spelling, it s not 
bad but could be better, is 
there any word processor 
package on the market for 
the XL/XE machines with 
such a spelling checker 
built in? 

B. Spooner, 

Fishguard 

A lari Writer Plus has a build in 
spelling checker and there? is a 
separate spell checker. Proof 
reader, Jar the Atariwrlter 
ROM cartridge but be warned , 
both these are Ixtsed on 
Arr^ericar? dictionaries a Fid 
could cause you a few prob¬ 
lems if you believe everything 
they 1 ell you! "The only mard 
processor lhal luc knoLD of 
with an English dictionary is 
Superscript a program lhal 
we icould recommend highly. 
if you can Jind a copy. Unjbr 
Innately it is no longer being 


published so you miff have to 
look out for a second hand 
copy. In our opinion a spell 
checker is absolutely essen- 
t ial Luilh a Lrord processor , riot 
necessarily to correct bad 
spelling but to pick up typing 
mistakes. You hone to be very 
careful though and still proo/ 
read any document since spell 
checkers are pretty dumb and 
will allow you to do things 
such as miss off the first letter 
of many words . such as ten or 
hold or transpose letters such 
as In the words there {three), 
quite (quiet) and spilt {split). 
Use with caul ion! 

SPRITES 

Please can you help me? I 
recently bought a SOOXL 
but unfortunately there was 
no booklet with it. I already 
know bow to program in 
Basic hut I don’t know how 
to get sprites on the XL. 
Please could you print a 
small explanation on how to 
turn them on and how to 
get multicolour sprites and 
also show me how to get 
multicolour text on screen? 
Also do you know of any 
advanced programming 
books on the SOOXL? 

Thor Snekkestad T 

Cambridge 

A 'small' explanation of 
sprite S. also fcnoum as player- 
missile graphics, on the XL is 
not possihle. me? demt€*d a 
series of articles to fl some? 
time ago but , unJantLinately, 
fhose is sties are aotu out of 
print . The back YGL r R ATARI 
COMPUTER contains an <?a _ 
plaj Lahore of using player mis 
site graphics and is one of the 
few comprehensive books Still 
iu print, tuell uuorth the, rather 
expensive, price. If you want 
a cheaper book. try EASY 
PROGRAMMING FOR THE 
ATARI MICROS , a superb 
hook but aimed more at the 
beg t fi ner. Neil her of f hose 
hooks oauer miilfi-mlorir text, 
luhtich is strictly not possible 
on the Atari although if cart be 
done wilh some? uery clever 
(and advanced} programming. 
Books a? t advanced program¬ 
ming? Sony, but all of the 
ones we knew of are note out 
of print. 
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BRIEF OUTLINE ON RUPERT 
- DUG UP FROM A SCHOOL REPORT 


( Rupert is a social outcast in alt aspects of his character* He is 
unlikely to progress to the threshold of acceptability unless he is 
given dramatic help ’ 


/T* 




AME 


The idea is to give Rupert 
his prescribed dose of 
medicine (its effect is to 
change Rupert's behaviour 
pattern to that of a more 
respectable person). The 
task has been made easier 
by the fact that Ruperts 
mouth is constantly gaped 
open. Sounds easy - give 
Rupert his medicine and 
that's it - the only problem 
is that Rupert IMMENSELY 
DISLIKES taking his 
medicine * 


Will Rupert Remain 
Riskily Radical or Will he 
Realise that your Ruthless 
ways of Remedying him is 
Really in his best interests .... 
and Will there be enough 
medicine for Rupert! 


To 

Ri 

tfa 


A 

You 

pile 



tubi 

ent 

poi 


Don't blame 
Rupert , blame 
Gavin Davidson 
who wrote the game 
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To have any hope of changing 
Rupert you have to complete 
the following three tasks 



pm 
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You can me the joystick to move your ‘Medicine Sup¬ 
plier* to the left or right. The joystick button causes a 
tablet of medicine to he fired upwards which has to 
enter Rupert’s mouth to have the desired effect. 10 
points are given for a successful entry. 



You use the joystick button io ignite the ‘Medicine 
Supplier * rockets. This time Rupert needs a larger 
dose of medicine, so the whole blaster has to enter 
Rupert’s mouth. 60 points are given far each 
successful entry. Unfortunately you are only 
allowed 6 chances to score. You must have 2 
successful entries to continue to task 3. 



As in Task 2 the joystick button is used to ignite the 
'Medicine Supplier ’ rockets hut this time you control 
the blaster in flight by moving the joystick left or 
tight. The blaster has to enter Rupert’s mouth and 
200 points are given for a successful entry because 
this time Rupert has got to he given a huge dose of 
medicine as a last hope of changing him. You have 
only one supply of medicine to change him 


FUNCTION KEYS 


OPTION: Return to title page 
SELECT: Change skill level (3 levels) 
START: Begin game 



El 1 REM 


BE 2 REH * RADICAL RUPERT « 
L R 3 RCH » b9 * 
tiH 4 RFM * Gdvin Davidsnn * 
EC 5 REH *------ - -* 


&Z 6 REH « NEH ATARI USER OCTOBER 1 9ft * 
EO 7 REM wwskiimhMMIHHH HH HHHI p cmmh-khm H MB M H M 
NN 6 REH 

HR GRAPHICS Q:POKE 752* 1:? "PLEASE WAI 
T ONE MINUTE^RESTORE 80 I FOR T=ft TO 3 
ess: REAR a;POKE 279044 T,A£HEKt f 
CP 12 GRAPHICS ft:POKE 752,1:? '“PRESS SELE 
CT KEY TO PLAV GAME.”:" T+ir ^ESS OPTION 
TO SAVE GAME TD CASSETTE." 

KG 13 IF PEEK I53279i-5 THEM H = tiSR £383841 
00 14 IF PEEK £532791 03 THEN GOTO 13 
NG IS ? “.PRESS RETURN KEY TO SAVE. 

HE 16 POKE 203,120:POKE 204,108 
DL 20 RESTORE 30SFOR R = 0 TO 20SREAD A;POK 
E 2??77+»,AiMEHT R 

HD 3ft DATA 38,120,100,141,108,169,60,141, 
2,211,24,96,169,176,133.10,169,110,133 
, 11,98 

UK 40 FOR N-153 6 TO J.593:READ V ; POKE N, V: 
NEKT H 

MJ 5fl DATA 104,104,104,141,9,6,162,16,169 
,7j 157,66,3,165,203, 157,68,3,165,204 * 1 
57,69,3,169,0 

ME 66 DATA 157,72,3,169,128,133,62,169,15 
,157,73,3,32,66,226,169,12,157,66,3,32 
,86,228,96,ft,0 r ft,0,0,0,0,0,0 
^6 70 CLOSE Hi: OPEN HI, 8,0 ,*'C ; " : 0 = lfSR £153 
6,111 i CLOSE HI 

PH BO DATA 112,112,112,71,23,109,7 >6,6,5,, 
7,7,7*7,7,7,7,134,130,130.65,8,109,0,* 
,0,0,0,8,0,ft,0*8,fl.Oi8 , ft ,0,8,0,ft 
SR 9ft DATA ft* 0,0* 0, ft, ft, 8, ft, 8, 0,0,0,0*8, O , 
0,&,O,0,0.0,0,0,0i0,6*010,0,0,0,0,8,A, 
ft, 0, ft, 0,0.6,0,ft, 0.0,0,6,0,0,0,0 - O 
KL 10ft DATA 0*8,0*0,0,0,3,ft,0,0,010*0,0,0 
,0.0,0,0,0,0,0,0,0,6,0,6,0,0,8,A 
,0,0,0,0,ft,ft,ft,ft,0,0.8,0,ft,0,0,ft 
K* lift DATA O,ft,0,ft,0,8*0,8,0,ft,0,0.0,ft,0 
,0,ft,3,0,ft,0,B,O,0,0.8,0,0,0,8,0,ft,ft,ft 
,8,8,ft,0,8,0,0,ft,8,8,8,ft,ft,ft,8,ft 
KP 120 DATA 0,0,0,0,0,0.6,0.Q,0*8,0,ft,0,6 
, 8 , ft , ft , 0 , 0 , 0 , 0 * 0 , 8 . 0 , ft , 8 , 0 , 0 , 0 , 0 - 0 . 0^8 
,0*6,0,8,0,6,0,8,0,0, 0 , 0 , 0,8,0,0 
KG 130 DATA ft„0,8,0,ft,&,ft,0,0.0,&*0,8,6,ft 
,8,0,0*0,0,8,ft.ft,O.a,0.8,0,8,0,8,0,8,0 

,0,8,0,0.0,0,0,0,51,35,47,50,17,26 
YB 148 DATA 16,16*16,0,37,46,37,50,39.57, 
26,2ft,A*,0,ft,0,0,0,0,8,0,4ft,41,5*,35,4 
7,50,37,26,16*16,16,3,8,8,8,0*8,0 
TL 15ft DATA 0,ft,0,ft.0,8* 0,ft*0,0,0,ft,B,3,ft 
,0,0,8,0,8,0,8,0,ft,0,0*0,0* 0,0*8,ft,ft,8 
,8,0,14,14,14,37,45,46,52,57,0,ft 
Yft 160 DATA 8,0,0,0,58,57,8,48,33,50,36,3 
7 , SB, ft,45,33* 46, 1 , 14 , 14, 14,14,14,14 * 14 
*0,0,8,62,0,0,8,8,8,«,B,8,8.62,127 
SZ 17 ft DAT* 127,127,0,19,14,14*2,44,111, 1 
10,103,12,51,103,111,119*8,36,111,99*1 
67,2,14,14,14,14,14,14*14,14,167 
NO 1B0 DATA ft,±61,0,173,0,165,ft,0,175,8,1 
B2 *0,165,0,178,14,14,14,14*55,47,55,1, 
8,45,33,46,12,57,47*53,7,54*37.8 
KS 19ft DATA 33,44,45,47,Si,52,ft,51,33.54, 
37,36,0,40*41,45,14,14,14, 14, 14,14.14, 
14,14 * 14,14,14,14,14,44,41,43,37 
VI 208 DATA 0,62,58,57,0,4ft,33,50,36,37,5 
8,ft,45,33,46,1,14.14,14,14,14,14,14,14 
,14,14,16,16,236,279,246,229,236 
DK 210 DATA 21&,229,225,243,249,0,237,225 
, 238 *ft,236* 233,235* 229* 8,232,2 25,242,7 
28*742,ZZ9,725,236,ft,232,225,242 
MH 728 DATA 728,108,118,120,148,160.108,7 


TURN THE PAGE , MAN 
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00,20ft,, 160,160,140,120, 250,2B0*IBft, 50, 
49*48,47,17,16,15,14,13,12,5,4*3 
SZ 230 D*lfl 2,1,0,31, 63,48*62,62*58.62,16 
,li|11,12,0,12,7,0,12,63,63,55,23,23,2 
3,23.23,23,23,23*224,248,24,240,2 46 
HR 24ft DATA 154,740,46,16,176,66,32,96,19 
2,0,96,246,?40,216,208,200,208,200,200 
,200,200,£00,162,61,60,243,121,60 
CS 25ft DATA 743,121,60,243,121,60,0,0,0,2 
43,121,60,47,0,0,60,47,243,121,50,47,2 
3ft,114,0,6,217,106,53,4S,0,0,53,45 
LC 260 DATA 217,108*53*45,204,182,0,0,193 
,96,47,40,0,0,47,40,193,97,47,4#,102,9 
1,0,0,173,65,0,ft,102,91,0,0,162,81 
BT 270 PAT* 4#,29,162,01,0,0,162,01,46,29 
*16 Z ,81,40,29,243,121,60,40,243,121,60 
,40,243,121,60,40,0,0,0,0.B,0,0,0 
UN 200 DATA 31,63,46,126,62,50,62,46,4ft,5 
9,44*48,108,119,128, 76,60,63,55,7,7,4, 

4*6,4*7,7,7,7*7,6*8,6,6,8*8,ft*ft,14 

UO 290 DATA 14,14,30,10,20,24,15,15,15*11 
,15,15,13,4,3,4,3,0,1,13,63,63,55,23,2 
3,23,23,23,22,23,2 3,16, 40, 16,0,0 
UZ 3O0 DATA 0,ft,6,6,6,ft,0,ft,#,#,14,20,24, 
224,248,24,24ft,248,104,24ft,56,24,104,1 
84,44,100,2B4,7,96*120,24ft,SB,192 
OU 318 DATA 192 r 192,192,64,64,192,152,192 
,192,192.0,192,192,192,12®,12ft,192,192 
,224,224,224,240,160,ft#,46,224,224 
ME 320 DATA 224,160,224,192,96,64,120,64, 
120,0,6,96,248,24ft,21ft,200,280 * 208,200 
*20ft,208,203,206,16,24.16,192,0,0 
ftp 330 DATA fl>96,64 , 8,8,8,0,0,6,224,112,4 
8 r 62,20,6 2,12 7,127,54,20,20,6 2,127,127 
,54,62,0,6,8,8,8,0,62,0,8,8,8,0,0 
PI 340 DATA 62,8,0,8,0,O,0,82.8,8,O,0,ft,8 
,13S,13B,16,116,130,162,17,19,35,93,20 
6,14,30,14,14,14,5ft,33,36,41*35*33 
KV 35# DATA 44,0,50,53,48,37,50,52,14,14. 
14,119.114,105,116,116,101,110,39,33,5 
4 , 41,46,ft,36,33,54,41,36*51,47,46 
VP 360 DATA 35,47,46,35,37,41,54,37,36,0, 
30,58,47,45,0,52,48*37,ft,33*5ft,3S,40,4 

1,52,37,35.52,53,SO,33,44,0,45,41 

TI 370 DATA 46,36,51,8,0,47,38,0,39,33,54 
*41,46,0,33,46,35,8,35,40,33,50,44,37, 
51,8,36,33,54,41,36,51,47,46,14,90 
HT 380 DATA 114,97,105,110,119,97.110,101 
,115,8,44,47,47*43,51,0,33,51,0,41,38, 
0,57,47,53,5ft,ft.34.44,33,51,52*37 
RT 390 DATA 50,0,8,0,0*0,46,37,17,36,51,8 

,41*52,51,14,14,14,37,5ft,14,45,41,51,5 
1,44,37,0,51,S3,40,48,44,57,0,5ft 
RF 480 DATA 37,40.44,37,45.41,51,40,37.36 
,46,62,8,8,0,8,0,0,8,8,8,62,127,127,12 
7,127 p127,127,52,52,37*50, 12,46,47 
VA 410 DATA 55*0,39,33,45,37,0,35,33,46,8 
,34,37,39 *41*46,8,51,35,47,50,37* 26,16 
,16,16,8,37,46,37,58,39,57,26,0,0 
MU 420 DATA ft,8,8* 8,0,ft,0*ft,4ft* 41,51,35,4 

7* 5ft,37,26,16,16,8,»,8,48,47,61,41,52, 

41,47,46,0,17,14,14,2,52,114,121 
CU 430 DATA 105,110,103,8,116,111,ft,116,1 
ftl,lft9,112,116,ft,47 p 106,183,97,2*14,14 
,14,14,121,01,40,162,121,81,48.144 
IA 448 DATA 100,72,35*144*108,81,40,136,1 
02,68,33,0,0, 8,0,204,102,81,60* 204,8,0 
1,Oft,0,102,81,60,204,ft,61,68,284 
DJ 45B DATA 102,01,6B,ft,0,91,0 * 8 * 8,81,ft,1 
73,85.68,57,173,ft,6S * 57,0,85,68,57,173 
,8,60,57.173,85,6ft,57,ft,0,76,0,ft 
JC 46B DATA 0,60,0,153,76,6ft,50,153*8,60, 
50,153,76,60,5ft,173* 85,68,57,ft,0,ft,0,1 

73,85,0*0,0,8,ft,0,173,05,B,ft,284 
NF 478 DATA 1B2,ftl,68,284,182*Di,68,2ft4,1 
82,SI,68,0,8,0,0,192,0,ft,0,8,72,169,12 
0,141,10,212,141,24,206,141,20*200 


67 48ft DATA 104,64,0.0,56,109,0.141,0,210 
,165,106,233.8,141,7,212 * 133 * 204,24,1ft 
5,1,133,200,105,1,133,206,169,0,133 
LI 490 DATA 203,133*285,133,207.162*0*160 
*0,169,0,145,207,200,208,249*169,46*14 
1,47,2,169.16,141,198,2,169,3,14i 
OD 500 DATA 15,210,169,13,141,197.2.169,2 
44,141,192*2,141.194,2*169,58,141*193, 
2,141,195.2,169,217*141*199,2,169 
CF 510 DATA 116,141,103,6*169*3,141*29,28 
8,169,52,141,111,2 * 169 *12,141.196,2,16 
9,1*141 * 8,2ftB,141,9,208,141,18,200 
MS 520 DATA 141*11,200,169,126,141,106,6, 
96,141*121*6,142,122,6,140,123,6*96.12 
0,169,109,141.49.2,169,0*141,46,2 
HE 5 30 DATA 159,64 *133 * 16,141,14,218*169* 
16ft,141*8,2,169,114*141,1,2.159,192*1# 
1,14*212,SB,162,8,169,0*157*27,110 
KW 548 DATA 232,224,82 * 288,246 * 162* ft,109, 
229*112,157,23,109,232,224*20*200*245* 
162,ft,189,31*111*157,223,189,232 
R H 550 DATA 224*6,280,245,162,0.169,04,11 
3,15?,69,109,232*224,10,206,245,169,10 
2,141,92,109,169,114*141,93,189,169 
90 56ft DATA 111,141,94*189*169,109,141,95 
,109, 162,0*189* 8,113,157,18 7.189,232* 2 
24*14,208,245,162,0*4B9,14,113*157 
JU 578 DATA 27*118,232,224,70.208*245,162 
,0 * 172 * 136,ft * 76 * 28 * 119,189.95* 111*32,1 
6*116,138*230,206*189*122*111,32 
ICT S&B DATA 16*116,198,206,280.232,192,66 
, 288,23 3,96 *162,8,16ft,12.169,0,112,32, 
16,116,136,230,206,189,88,112,32 
HD 598 DATA 16*116*198*206.200,232*192,48 
2,208,233,160,144,162,8,109,45*112.32, 
16*116,136,230*206,189,133,112,32 
61 600 DATA 15*116*280,498,206,232*192,23 
8,200,233 * 96,445,285,Zft0,145,205,96,16 
ft*216.162,0,189,165,113 * 445,20 7,200 
JC 61ft DATA 232,192,238* 288,245,169* 48ft,1 
44,138,6,96,173*104,6,240,37,201,1 * 24 0 
,10,32,430,116,A73,lft,210*ZBl,128 
5L 620 DATA 144*23,169,1,141,104,6,206,10 
5*6,24ft,52,173,403,6,201,180,176,45,23 
6*183,6,76,105,116,169,0,141,104 
FG 630 DATA 6,206*405,6,24ft,29,173,183,6, 
201,50 * 144* 2 2,206,103,6*173,183*6,141* 
«,20ft,14!* 1,206,24.105*16,141,2,28B 
DD 640 DATA 141,3,208*96,169,2,141,104,6, 
96,173,10,210,201.100.144,11*201,220,1 
44,14*173*424.6,141,105,6,96*473 
GH 650 DATA 122*6,141,105,6,96*173*123,6* 
141,185,6,96*173*122,2,201,14,240,5,20 
1,7,240* 39*96,173,186,6,201*50,240 
IZ 66ft DATA 30,206,106,6,169*1,141*128*6, 
173,106,6,141,7,208*24,185,2,141,6,2&fl 
,185,2,141,5,208,105.2,141*4,208 
IL 678 DATA 96,173,106,6*281,190*240.246* 
230,166,6.169,2,141 * 128*6,76, 189,lift,1 
60*213,173,20.2,286,47*174,139,6 
KL 60ft DATA 189,64,111*141,8,210*232,142. 
139,6,174,10ft,6,169,2,141,28,2,169*160 
* 112*145,287,28B* 2 3 7,192,219*208 
VF 69ft DATA 245,169*1,1*1,109,6,142,108*6 
,224*24,2ftft,4* 76,5ft,117,96.76,151,117, 
285,112*6,240,21,96,172*107,6* A 92 
Oft 700 DATA 208*208,243,173*189,6*206,5,1 
73 j132 * 2,208,229,76,Z3ft*lift,i72,107* 6 * 
162.0,169,120,141,112,6,169,28,145 
US 710 DATA 207,280,145*2*7,208*169,8,145 
,207,206,187,6.169,ft*141,139*6,174,140 
,6,109,76*111,141*0,218,232 * 142*140 
HH 720 DATA 6*224*18,240,5,169*8,141,0,21 
0*173,107,6,201,140,288,34.160,139,169 
*0,145,207,280,192,180*208.247,169 
KB 730 DATA 288,141 * 107 *ft,169,** 141,14ft,6 
,141,139.6,169,0*141*108*6,169*8,141 * 1 
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RUPERT 


0?j t1&?,2 X 141,111,6,141,116^6 

MC 748 DATA 141,110*6,169,16,141,46,118,1 
&9j 72 ,141,45,lie,16 9,0,141,114 * 6,141,4 
7,110,141,48,110,141,49,118,141,133 
0J 750 DATA 6,141,119,6, 141, 124,6,141,128 
, 6,141,129,6,141,1£1,6,141,132,6,141,1 
35,6,141,143,6,141,144,6,141,145 
UG 760 DATA 6,169,216,141,125,6,169,120,1 

41.1.1 ?, 6,141, 112,6,169,40, 141, 127,6,96 
,173,107,6,2*1,162,Z4Q,5,201,161 

€F 770 DA tA 24 0,1,96,56,173,106,6,237, 183 
,6,201,7,176,1,96,201,14,176,251,162,1 
,32,65-,116,32, 117, 117,169, 15,141 
TS 700 DATA 20,2,173,30,2,2 06,24,16 9,1,14 
1,30,2,173*10,210,141,0,210,141,2,210, 
169,168 * 141,1,210, 169,200,141,3,218 
GD 798 DATA 173,20,2,206,222,141,0,210,14 

1.3.210.96.238.35.110.173.35.110.201.2 
6,240,4,202,208,743,96,169,16,141 

PU 000 DATA 35,110,238,34,110,76,75,118,2 
38,114,6,173,114,6,205,127,6,240,1, 96, 
169,0, 14.1, 114,6,206,46,110,173,46 
U0 818 DATA 110,201,15,240,I,96,169,25,14 
1,48,110,206,45,110,173,45.110,201,15, 
240,1,96,162,B,lft9,i!Z,lie,157,45 
PO S20 DATA 110,232,224,5,208,245,169,60, 

141.20.2.173.2 8,2,208, 251,163,158,141, 
1,216,141,3,210,173,127,6,201,40 

DZ 830 DATA 208,3,76,223,119,96,32,176,11 

4.32.54.115.32.217.115.32.185.116.32.1 
89,116* 32,120*117* 32,22,116*173,31 

Cl 840 DATA 208,201,6,240,93,201,5,240,34 
,173,28,2,288,17,32,48,123,169,2,141,2 

6.2.24.173.197.2.185.16.141.197.2 

UC 850 DATA 230,196,2,173,196,2,141,22,28 
8,76,197,118,173,38,2,200,217,169,8,14 
1,38,2,24,173,136,6,201,10,176,16 
£5 860 DATA 105,9,141,136,6,172,136,6,162 
,8,32,28,119,76,197,118,169,8,141,136, 
6,76,3,113,185,17,111,157,229,189 
AW 070 DATA 200,232,224,9,288,244,96,162, 
0,169,8,15 7,23,109,232,200,248, 162,8,1 
69,0 r 157,27,110,2 32,224,80,280,246 
DA 380 DATA 169,217,141,115,6,169,168,141 
,1,218,141,3,210,169,8,141,0,210,141,2 
,218,141,4,210,141,0,210,162,0,139 
KA 090 DATA 206,113,157,27,110,232,224,36 
,280,245,32,152,117,32,96,122,32,115,1 
19,76,145,119,173,136,6,201,10,144 
GK 908 DATA 4,201,18,240,9,169,10,162,38, 
160,68,76.141,119,169,5,162,15,160,30, 
32,44,115,95,173,30,2,208,41,169 
KT 910 DATA 1,141,38,2,172,187,6,192,208, 
208,3,32,162,116,173,136,6,208,15,230, 
138,6,173,130,5,201,2,144,8,169,0 
KF 928 DATA 141,138,6,32,43,116,32,98,118 
,32,38,117,32* 23 9 *117,32,107,122,169,0 
,133,77*76,145,119,32,208,114,32 
UV 930 DATA 185, 116,32,±09,i16* 32,152,ll7 
,32,22,116,96,160,8,169,58,141,186,6,3 
2,207,119,169,108,162,100*160,50 
KZ 940 DATA 32,44,115,76,109,121,286,117, 
6,248,1,96,169,128,141,117,6,286,118,6 
,208,245,173,124,6,208*240,173,136 
HE 958 DATA 6,201,10,208*8,169,1,141,110, 
6, 76,30,120,169,2,141,118,6,173*119,0, 
200,18,236,100,6,173,106,6,201,190 
QE 960 DATA 286*19*169*1,141,119,6,206,10 
6,5,173,186,6,201,50,200,4*206 *119,6,9 
6,76,109,110,173,124,6,288,6*173 
HH 970 DATA 132,2,246,1,96,169,1,141,124, 
6,109,188,141,142,6,32,190,120,173,125 
,6,141*8,218,141,2*218*169*140,141 
FQ 960 DATA 1,218,141,3,218,206*125.6,173 
, 125,6* 201* 163 * 240 * 89,281,102,248,05* 2 
01,146,206.80,206,124,6,169,216, 141 
DN 998 DATA 125,6.167 * 168* 141,1,218,141* 3 


,210, 169,2 *141,110,0,169.4,141*127,6,1 
62,40,173.129.6,240,12.162,68,169 
HV .1800 DATA 1,141,127,6,169,8*141,120,6* 
173,26,2,288,251,169, 1 * 14 t,20,2,3 2,98, 
110,202,700,240,32,117*117,162,0 
BW IBIS DA rA 172*125.6,169,147,110.145,20 
7,232,200, 2 24, 15,286, 2 45,9*.,56,173,186 
,6,237,103,6,201,9.176,1,96,201,13 
UB 1020 DATA 144,1,96,169*0,141,120,6,174 
*120,6,172,125,6,173,141,6,240,12,24,1 
73,142,6,195,3*141*142*6,76,5,121 
ON 1038 DAT A 56,173, 142,6,233,3, 141 * 142 * 6 
,141,8,218,169,160,141,1,218,169,160,1 
41,3,210,189*147*118*145,207,232 
GY 1040 DATA 200,224*1.5, 298,245,173,129,6 
,200,5,169,0,76,41,121,169,2,141,20,2, 
173,28,2*200,251,174,126,6,232.142 
DO 1050 DATA 126,6.169,0,141,141,6.173,13 
1,6,780,4,224,11,206,162,169,8,141,131 
,6,169,160,141,1*218,141,3,710,173 
JI I860 DATA 129,6,248,18,162,28*165,1,14 
1, 133,6 * 76, 100, 121 r 162.6,238,135,6,32, 
65,il5,76,126 * 120,32,245,119,173 
lit 1070 DATA 28,2,280,31*169, 1* 141* 70*2, 1 
73, 136*6,208. (15,230,137,6,173*137,6,20 
1*3*144, 8,169*0,141,137,6,32*43,116 
IE I860 DATA 32,67,120,173,45,118,201*16, 
200.31,32,134,110,173,135,6,201,2,170, 
16,37*223*122*32*245,122,32,83*122 
HM 1098 DATA 32*159*122,32,107,122,76,177 
.121*76,196,121,37,107,127,169,0,133,7 
7,76,109,121,168*45.169.126,141,186 
PH 1100 DATA 5,32,287,119,32*115*119*169* 
1,141,129*6*173,136,0,280,9,169,200,16 
8,286,162,200*32,44,115,173,38,2 
El 1116 DATA 286,24*169,1,141,38,2,32,43, 
116,206,130,6*173,138,6.208,0,169*2,14 
1,130,6*32,162.116,173,78,2*200,24 
JY 1120 DATA 169,8,141,20,2,32,67,128,173 
,124*6,2*0,11,173,12 0,6, 201, 1 * 248,45,2 
81,2*240,47,173,45,116,281,16*208 
Wli 1138 DATA 21,32.134,118,32.223,122,32, 
245,122*32,03,122,32*150,122,32,187,12 

2.76.52.122.32.111.120.32.167.122 

UN 1148 DATA 169*0,133,77,76,228*121,32,1 
74,116,76,30,122,32,212,118,76,30,122, 
160*8,105,109,118,153,30,110,208 
NH 1150 DATA 192,16,280,245,173,34*110*28 
5,29,111*176,3,76,132,122,266,11,173*3 

5.110.285.38.111.176.3.76.132.122 

KD 1160 DATA 173*34,110*141*29*111,173,35 
,118,141,38*111*173 * 29,111,I 41,03,118, 
173,30,111,141,64,116,169,16 * 141 
CD 1178 DATA 65,110,96,173*133*6,200,5*16 
8*48*76,172,122,168,12,162,6*32,193*11 
5,168,8,76,172,122,162,8,105,205 
GP 1108 DATA 118,157,67,110*732,200*224*4 
O,288,244,90,173,31,280,201,3,248,5,26 
1,6* 240,4,96 * 76,176,118,32,176,114 
QU 1190 DATA 32*22,116,32*105,116,32,189, 
116*12,12B,117* 32,217,115,76*41,119,16 
9,167,141,1,210,141,3,218,169,168 
YF 1280 DATA 141*5,218,141,7*210,169,8,14 
1,0* 210,96,162,8,168,8,189,164,111,141 
,8,216,232,109,164,111,141,2,210 
FK 1218 DATA 232,169,104,111,141,4*210*23 

2,169,164,111,141,6,210,169,5,141,28,2 
,32*107*122,173,28,2*200*246,232 
NK ±228 DAT* 200,192,22*208,710,96,32,223 
* 172,169,166,141*5,210,141,7*216*174*1 
43,6*172,144,6.192,26*208*1.96,189 
GE 1230 DATA 51,114*141*0,210*232,189,51, 
114*141*2,218,232,107*51*114*141*4,210 
,232,169,51*114,141*6,218,173,145 
OK 1240 DATA 6,281*5*240*4*236,145,6*96,1 
69*0,141,145,6*142,143,6,230*143,6,238 
,144,6*96 _ 
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XL/XE PROGRAMMING 


TALKING TO THE DRIVE 

The Secrets of SIO 


THEORY AND OPERATION 

Most people have a grave misconception about the way the 
Atari computer communicates with its peripherals. Set up an 
IOC 13, call the Central Input/Output (CIO) utility, the job’s 
done and all because of the easiest I/O system on any 8-blt 
home computer. Unfortunately, if that was your notion, you're 
wrong!! 

CIO acts as a middleman, true communication is established 
by the Serial Input/Output (SIO) routines, SIO actually trans¬ 
mits and receives data to all devices on the serial bus, and is 
responsible for checksums, baud calculations etc. 

SIO has a well-defined protocol that Is associated with things 
like Command and Data Frames, Acknowledgement, Nonack- 
nowledgemenL and Command and Hus Errurs. If those bits ol 
jargon scared you witless then fear noL, lor 530. in some cases, 
as as easy to use as CIO, and the average mortal in 99,9% of all 
cases need never know about them, (unless you have an 
EPROM burner and want to cause trouble by partially re 
writing the operating system). 

Probably the single most common use of SIO is for disk 
access, usually in the form of sectors, so that seems a good 
place to start. SIO. like CIO, requires data to work. In a similar 
fashion to CIO, 510 takes its data from a Device Control Block, 
which resides at $0300 - $03QB (788-779 decimal). Here we 
come across our first major difference, there is only one DCB 
as opposed to eight IOCB’s, yet they share a similar structure. 
Take ei look at the three tables, which contain a list of 
addresses, labels and details of commands associated with the 
IH’B. Anyone who uses a non-standard disk drive, such as Lite 
Indus GT. or in some cases an upgraded one, (i.e fitted with a 
US Doubler, I lappy enhancement, etc.) may be interested to 
know that if you use the values ol 78 and 79 in Df-QMND, It is 
possible to read/write from/to the drive configuration block. 
There will be a small tutorial and program about this later. 

To rail 810, not all of the DCB has to be set hut if it is, in 
some cases it may prevent errors occurring. As a rule though, 
here is what should be done to read / write a sector. First store 
a value of 49 into DDEVIC, in tell SIO what kind of device we 
will l>e accessing. Then the drive number into DUNIT. The 
command value should I hen be placed into DCOM IN D Einh 
DSTATS should be set to 64 tor a read or 125 for a write. Tire 
lo/hi bytes of ihe address of the data buffer are then put into 
DBUFLO/DBUFHI. Next DBYTLO and DBYTHI should be set , 
if the disk density is single, then I^OKE 776 with 128 and 777 
with 0. If double density is needed then POKE 776 with 0 and 
777 with 1. DAUX1/2 then gets any device specific informa¬ 
tion, in our example this would be the lo/hi value of the sector 
number and all that remains is to call SIO at $E459. 

WelL If all the info from the above lias been absorbed, type in 
Listing 2. This is a rather simple, but w r ell commented, 'read a 
sector and display Hie contents’ routine. With a bit of miagina 


Phil Cardwell explores the 
disk, drive interface and 
provides information and 
programs that could form 
the basis of a sector editor 

tiuri and if you follow the REM statements carefully you could 
convert this routine to form the basis tor a reasonable disk 
sector editor. 

DISK DRIVE CONFIGURATION 

In 1978. Atari displayed a prototype double density disk drive 
at several computer shows, the 815, A company at one the 
shows, Percorn Data Corporation, had seen the prototypes and 
decided a belter drive could be built, which would also sell for 
less. Power without the Price again, 

Percorn manufactured single and double sided drives In both 
single and double density, and as they wanted to keep com 
patibikity with the 810 and 815 drives, they created the ’Con¬ 
figuration Block'. By doing this, Percorn created a standard by 
which all other Atari-com pa (iblc drive manufacturers adhered 
to. All that is bar one, Atari. For reasons unknown, the 815 
was dropped, before it even hit the market. Then In 1984. 
along with the new XL range of computers came t he 1050 with 
enhanced density, which is somewhere between single and 
double density, and failed to conform ic the Percorn configura¬ 
tion block format. Typical Atari policy of non-standardisation- 
The 810 or 1050 drives, to the best of my knowledge, do not 
have a configuration block, or anything resembling it, unless ii 
is integral to the soil ware i.e. DOS 2,5, 

A configuration block is a set of 12 bytes within the memory 
of the drive's controlling microprocessor. To read or write the 
eonflg block, we use the 'N' and 'O’ commands, These closely 
resemble the normal 510 read/write commands, except data 
length is always 12 bytes arid no sector number is needed. 
Table 4 shows the meaning of each byte in the block. 

To avoid confusion, the first thing to explain about the block 
Is the double byte values. They are ifs high byte/low-byte 
order, the opposite of the normal 6502 practice, because thats 
how the Percorn drive microprocessor operates. Not all these 
values have meaning to all manufacturers, either. Some will 
only al1ow r 2 or 3 values to be changed. 

continued ort page 15 
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SIO- Disk Drive Configuration 


Ud ie Hem * mmmkkmhh * h w i tmoiit i nHnnMn wmmm 
TC 28 REM * DISK DRIVE CONI K.tJRATION * 

HO JO REM « By « 

ZW 40 REM * Phit CsrdWf11 * 

GR SO HEM -—-* 

5K 60 REM * MEW ATARI USER - 1990 * 

Uti 70 REM WhH H KKHW 
OF 80 REM 

MM 90 DIM TEMPSC20),CONFIGS( J ?1.CMOS(13,S 
106 Ui) 

oo 100 5ioS-"h vnSH^rSM^ilD* 1 ": sia=*DR <si;ci$ 

> 

MS ito GRAPHICS # ! ? " 4H»?t DISK DRIVE COR 

FIGURATION ##*"!? SPOKE 710,0;POKE 709 
, IS 

0C 120 ? 


mm amis® 


T HI 5 PROSRAH HILL NOT FUNCTION 


PROPfRlY OH AN 810 OR JlOSO WITH 


riopir rCftiioH: 


AO 130 ? ;? ■ ? "Enter Drive Ho> 

EZ 140 INPUT Dili, DRIVE 

HA ISO ? " + " 

TG 160 IF t>RIVE<JL OR DRIVE>S OR DRXUEOlN 
T(DRIVE) THEN RUM 

UB 170 ? "N DISK DRIVE CONF XGUftAT ION 

**»"iPOKE 710,0!POKE 709,15 
PC 108 ? : 7 "Drive »"jDRIVE:? 

UP 190 GOSUB OlO 

UL 200 IF 5IOSTATUS<128 THEM 250 
JT 210 ? ;7 "Unable to road Configuration 
Block* 1 

act 220 ? "Disk Drive Error N" jSI qstatus 

ni 230 1 ? "Program Aborted" 

TB 240 STOP 

CP 2SO ? "Mo, of Tracks ,1 ; TRACKS 

VD 260 ? "Sectors per Track ";5PT 

? "Bytes per Sector "jftps 

? "Density ";DENSITY 


GA 2 70 
1U 200 ? 

IV _ V» 


I 

GM 290 IF DENSITY^# THEM ? "SINGLE" 

BK 300 IF DEHSITY=4 THEN ? "DOUBLE" 

WH 310 IF DENSITY{>8 AND DENSXTY04 THEM 
? "UNKNOWN" 

KO 3Z0 ? "No, qf Sides SIDES 

"step Rate "iSteprat 


IP 3 30 
E 

RD 340 
QU 350 
MI 360 
QK 370 
BE 3 SO 
ST ISO 
KG 400 
ZC 410 


"Dri ve Selected^ "j SELECT 

“ ACIA” 11 i ACIA 

" Misc ellaneous= "jmisc 

i? ■ ’ tilil A f 

:? "►O - quit Program" 

"Fi - Change Drive Settings" 

"►2 - Change Drive Number" 

:? "Choice :INPUT Bi6 ]choice 
VIC 420 IF CHOICE—B THEN E HIT-tlSR C5B434 > 
CZ 4 30 IF GHOXCE”Z THEN HO 
OK 440 REH 
QZ 450 REM 

WU 460 REH CHANGE THE VALUES OF THE 
MS 47# REM CONFIG BLOCK 
RF 4 BO REM 
RH 490 REM 

mb 50o ? ■■*"!? "H3an^0iii?i*aaaiiaaa" 

Zl SIO ? :? "Hit RETURN to leave 3 value 
unchanged" 

CM 520 ? 

EU 530 2 "TRACKS - "j:TEMP-TRACKS 

MW 540 GOSUB 75 O : T RACK S-TEMP 

dy 5SB ? "Sectors per Track "j:temp=spt 

HU 560 GOSUB 7$B:SPT=TEWP 

fm 570 ? "Bytes per sector ";jtemp=bps 

NK 500 GOSUB 750:BP5-T€MP 
AL 59# ? "Sides i:TEMP=SIDES 
PO B00 GOSUB 758 :SIDES—TEMP 
WE 61# ? "Density "JITEHP=DENSITY 


WO 

CP 

EC 

PH 

KA 

IB 

CO 

FT 

YM 

H5 

KA 

UZ 

SF 

RC 

RE 

RG 

UB 

FO 

ZE 

OU 

ZF 

QZ 

YO 

MB 

Utt 

HT 

10 

VI 

KG 

HZ 

ZK 

UC 

NZ 

| ZP 
RC 
NH 
HK 
YZ 
GO 
LZ 
MF 
MM 

ZZ 

YQ 

CF 

GJ 

ZA 
Q J 
LE 

HZ 

AH 

IN 

KT 

AD 

IQ 

PF 

EL 

NB 

El 

QI 

MA 

VI 

SB 

QY 

VP 

CY 

B« 


620 GOSUB 750;DENSITY-TEMP 
630 ? 

640 ? "Step Ra te ■■ i l TEMP“STEPRATE 

050 GOSUB 75#:STEPRATE=TEMP 

660 ? "Drive Select " i i TEMP-SELECT 

670 GOSUB 75# E SELECT —TEMP 

680 ? "ACIA "j t TEMP-AC1A 

690 GOSUB 750iACIA-TEMP 

70# ? "Mist, "J:TEHP=MI5C 

710 GOSUB 75#;MISC—TEMP 

720 GOSUB 960 

730 IF SIO$TAYUS<l?8 THEN 178 

740 ? i? "Unable to Write Configuratio 

n B1AC k"iGOT0 220 

750 RFM 

760 REH 

770 REM 

780 ? " ["i TEMP J; "1 ?" J : INPUT ttifcj TEMPS 

790 IF LEHITEHP5J THEM TEMP-UAL (TEMP$J 
800 RETURN 
01# REM 

B20 REM GET VALUES FROM CONFIG BLOCK 
83# REM 

B40 CDNFIG-ADRCC0HFIGS3 f0DDR = CONFIG 

85# CMD$-"N":GOSUB 1130 

860 TRflCKS^PEEK(CONFIG+01 

870 STEPRATE-PEEKCCONFIG+11 

680 5PT = PEEKlC0NFIG + 23*256 + PEEK CCOHFIG 

+ 3 > 

S90 SIDES-PEEKCCQNFIG + 43 *i 
900 DESNITY-PEEKCCOKFIG+5) 

91Q NP5-PEEK(C0NFlG+6)»256+PEEK(CONFIG 
+ 7 J 

920 SELECT-REEKfCONFIG+81 
930 ACIA-PEEKCCBNFIG+9] 

940 MISC-PEEK tCOHFIG + lOJ»256 + PEEKCCONF 
JG+11) 

S50 RETURN 
960 REM 

970 REM PUT NEW VALUES CONFIG BLOCK 
700 REM 

970 COHFIG-ADR(CONFIGS):ADDR=COMFIG 
1000 POKE CONFIG?#,TRACKS 
101# POKE CUNFIG+1,STEPRATE 
1020 POKE CONFIG?2 * INTC5PT72563 
1038 POKE CONFIG?! r SPT-PEEK(CONFIG?23» 
266 

1040 POKE CONriG+4pSIDES^l 
1850 POKE CONFIG?#,INTCBPS725G1 
1068 POKE CONFIG?7,BPS-PEEK(CONFIG?#!* 
266 

1078 POKE CONFIG+B,SELECT 

1068 POKE CONFIG+9,ACIA 

1098 POKE CONFIG+IO,INT(MISC72565 

110# POKE C0NFI6+11,MISC-PEEK(CONFIG?! 

03*26# 

111# CMD#="0"IGOSUB 113# 

1120 RETURN 
113# REH 

1140 REM CALL SIO TO READ/HR1TE 
115# REM THE CONFIG SLOCK 
1I60 REM 

117# POKE 76B i ASCC"l"3 
1188 POKE 7#9 f DRIVE 
119# POKE 770,ASC(CMOS3 
1200 POKE 771,120 

1210 IF CMDS-“N" THEN POKE 771,64 
122# POKE 773,INT(ADDH/Z561 
1Z30 POKE 772,ADDS•256*PEEK(7733 
1240 POKE 774,3 
1250 POKE 775,« ' 

1268 POKE 77#,12;POKE 777,O 
1278 SIOSTATU 5 -USR{5103 
1288 RETURN 
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TABLE 1 



« 

DCB LAYOUT 

Location 

Hex. D«, 

Label 

Description 

300 

70S 

DDEV1C 

The type of device to access. See 1 able 2 
for device ID'S 

301 

7*9 

DUNIT 

Disk drive number (1-4) 

1 302 

770 

DCOMND 

I tie operation command* In mosl eases 
the value here nill have an ATASt II 
equivalent Refer to S able 3 

m 

771 

DSTATS 

Double use: (1) Before calling SUL it is 
used to indicate Iht direction of data. A 
value of 64=receive data, L28-send data 
(2} Alter the SIO operation, carries the 
Status code 

304 

772 

DBUFxx 

Lfl/Hi byte address of data buffer to read 
from,'write to 

3«6 

774 

DTI M xx 

Ln/Hi bytes of timeout value, SIO waits 
this many seconds before giving up 

308 

776 

DBYTxx 

Number of bytes to transfer. (128-Single 
densilv, 256=Double density) 

3ft A 

778 

DAUXz 

Device specific information is stored 
here, such as the disk sector number to 

access 

Note: xx = a two byte address 


TABLE 2 


Dev ice 

Type 

Identification Values 

Disk drives 

D1-D4 

49*52 

$31 $34 

Printer 

P 

*4 

$40 

RS-232 Ports 

R1-R4 

80-83 

$511-553 


TABLE 3 


SIO COMMANDS 


Command 

Value 

AT ASCII 

Download 

32 

space 

Format 

33 

[ 

Put {Nu verify) 

SO 

P 

Read spin 

81 

Q 

Read 

82 

R 

Status 

83 

S 

Read Address 

84 

T 

Motor <3n 

85 

U 

V 

Verify Sector 

86 

Write ( Verify) 

87 

w 


Nole: See text about additional disk commands. 


SIO 

CONFIGURATION 

TABLES 


TABLE 4 


DISK DRIVE 

CONFIGURATION BLOCK 


Offnet 

No. Of 
Bytes 

Description 

+0 

L 

Number of Tracks 

+1 

1 

Step Rate 

+2-3 

l 

Sectors per Tracks 

+4 

1 

Number orSides/Heads 

+5 

1 

Density 

+6-7 

2 

Bytes per Sector 

48 

1 

Drive Present 

+9 

1 

Serial Rate Control 

+ 111- II 

2 

Miscellaneous 


TABLE 5 


US Doubler 

Sample Configuration Block 


Offset 

Description 


Value 



+0 

Number of Tracks 

40 * 

+1 

Step Rate 

L * 

+2 

Sectors Track Hi 

II * 

+3 

Sectors/Track l o 

18'26 

+4 

Number of Sides 

0 • 

+5 

Density 

0/4 

+6 

ByteVSector Hi 

1/0 

+7 

Byles/Sectnr Lo 

ft/128 

+8 

Drive Present 

55 * 

+9 

Serial Kate Control 

0 * 

+ 10 

Miscj'Reservfrd Hi 

II * 

+ 11 

Misc.i 1 Reserved Lo 

II * ' 

Note: An 

asterisk by the value indicates the byte is 
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ua 10 OEM KMKMHHinoHMnutMuitwyMitKmtjnHHt* 


00 430 ? CMH$C27JJCHRS(BYTE1; 



K5 20 0EH * SIO SECTOR READ PROGRAM * 


80 44 0 MEHT C NT 



HD 70 REM * By « 


CR 456 ? 



ZV 40 REM * Phil Cardwell * 


til 460 NEXT LINE 



GO 50 REM *—------* 


CW 470 ? 



5K 60 REM * NEH ATARI USER - 1106 * 


HQ 400 GOTO 230 



UG 70 fit M MHKmfKKK mOHHOtMM HKXK«lflfHHK)t}( 





dr 00 REM 


fll 500 REM DEC TO HEH CONVERTER 



FO 100 REM » AssuMO we will work with 


MR 510 TRAP 530 



TA 110 OEM * drive ttl and density is 


EZ 526 DIM HK$ C161 : HHS- , ‘0123456785ABCDEF" 



UR 120 REM * single, i.e. -X 


JA 530 TRAP 40000 



A5 130 OEM 


IT 540 HH=INT<BYTE/161+1:7 HH$CHH.HH5}iHX 



UK 140 DIM BUFFERSt256l, SIGSC16I 


=BYTE 16*MH+17!? HK$(MX,HH>j 



us iso 5toSi:*'h vtm 


ZL 556 RETURN 



OH 160 ADDR-ADRfBUFFFRS3 


CT 560 REM -1 



GU 170 DRIVE-1 


ZT 570 REM | DISK SECTOR I/O ROUTINE I 



GC TAB DENSITY-1 


ZS 506 REM i ] 



HE 136 REM 


ZE 550 REK | Variables: | 



SC 200 REM * Force a READ tonnand 


ZD 600 REM | ( 



QP 218 REM 


KL 610 REM I SECTOR = sector fiUHber f 



HD 220 DIM CHD£(1>iCHD$="R” 


CM 626 REM | DRIVE = drive number I 



JG 230 ? "Hhat sector to display"; 


FA 636 REM t ADDR - buffer address { 



PG 24© INPUT SECTOR 


GG 040 REM I gno£ - command I 



QK 250 REM 


UE 650 REM f DENSITY^ 1-Single | 



VY 260 REM * Call 51© routine 


OH 660 REM | 2-0t)uble f 



RB Z70 ITEM 





UP 200 GOSUB 560 


VS 600 POKE 766, A5C 



RF 200 REM 


MF ©06 POKE 760,DRIVE 



DL 300 REM * Display Sector 


HZ 700 POKE 770,ASCCCMD5) 



Gfl 310 REM 


GO 710 POKE 771,120!REM assuK* read 



CD 320 GRAPHICS O:POKE 710,0!POKE 70?,15 


VM 72* IF CMD$=*’R M THEM POKE 771,64 



RC 330 ? "©rive *t ,e f DRIVE;" 5ector Mo. «; 


NU 73* POKE 773,INTCADDR/256) 



SECTOR, “■ St8tUS= M ; SIOSTATU5 


OE 740 POKE 772,AD*R-256»PEEK C773J 



CO 340 ? 


MR 756 POKE 774,3 



AM 350 FOR LIWE-0 TO © EN5XTYW128-1 STEP 8 


LF 760 POKE 77$,0 



OU 3©0 ftYTE=LINE:G05UB 5T0;? 


PR 770 POKE 776,128 T POKE 777,0 



EM 370 FOR CHT-0 TO 7 


KM 708 IF DENSITY-2 THEN POKE 776,01 POKE 



RD 300 BVTE-PEEKCADDR+LIME+CHTliG3SUB 510 


777 j 1 



!? M 


HI 756 POKE 770, INTC5ECT0R/2565 



KK 308 MEHT CRT 


00 800 POKE 770,SECT0R-256WPEEKC77« 



DZ 4O0 FOR CHT-4 TO 7 


Gfi 018 SIGSTA T US=fci5R CAPRCSIOSJI 



VG 410 BVTE-PEEK(ADDR+LINE+CMT1 


71 028 RETURN 



MB 420 IF 0VTE>127 THEN BYTE-BYTE—120 


• 


Listing 2 - A simple ‘get sector ' routine 



The Step Rale controls (he speed of the drive’s head s(epper 
motor. There is no universal meaning to this value, a case of 
different manufacturers different values. This also applies to 
the Serial Rate Control and Miscellaneous values, (faltered 
though some drives may remember them, and olhers ignore 
them. 

Altering the value of Drive Present nets as a software drive 
disable, as far as the computer is concerned. 

Number of Tracks. Sectors per Track, Bytes per Sector and 
Density should all be self-explanatory, though Density will 
read only 0=Single or 4- Double. 

To amend the configuration block,, type in listing \. Tills 
displays the contents of the configuration block and allows 
changes to be made. The masochistic types may want to try 
and find out, what values ( heir drive will accept, and if they 
Ignore the value or not. This program will NOT work on a 810 
or 1050 unless they have an internal modification. 

A sample eon figuration block with the values returned after 
an SlO request is shown in table 5. This was taken from I CD’s 
US Doubler, as it is a popular modification, and conveniently 
demonstrates how the values can vaiy, Firstly note the values, 
that are not used, particularly the Drive ITesent flag (which if 
altered, does turn the drive off). Also a small problem which 1 
encountered and can't provide an answer to. The configuration 
table shown was taken from a drive that was booted up on a 
double density disk, yet the Density values returned, show it 
to be 128 bytes per sector and gives a single density. Anyone 
who can explain tills please let me know. 

That’s about it for this exploration of SlO. Some of the 
Information may be a little advanced or obscure but If you 
study the programs as well as the tables. It should all become 
clear. 


ATTENTION XL/XE and ST USERS! 


A Mega REMOTE CONTROL JOYSTICK SYSTEM far YOUR computer! 

Ha leads, 30 fool range! Cc-ntral your computer from the comfort ol your favourite 
armchair! Suitable far any computer That uses the Atari 1 contiguration foyslick 
porta; ST/XL-X ES .AMIGA CEJ tie. 

REDUCED DURING OUR SUMMER SALE - WAS £R99 ■ NOW AN UNREPEATABLE 

BARGAIN AT ONLY £14.99 (plus £3 P&P) 

SUPERIOR SOFTWARE FOR THE ATARI XL/XE 

KASS-KOPV: copies commercial css a* Me flames plus test load option: £9,95 (C) 
programmer 5 PACK: all the utilities nMdtd lo produce XL'XE games: E9.M (D) 
COP VIST: compilation disk Pi useful copy utilities arid much more: £9.95 (Dj 

Orders over £35.(10 - claim your FfiEE KL'XE game worth St leas! £9-95 hem: 

Disc - ZORK HI. SUSPENDED, ATARI PAINri, 221b BAKER STREET, 
GEMSTONE WARRIOR. TRIVIAL PURSUIT, Tape - BATTALION COMMANDER 

Hi THE EVENT THAT DEMAND OUTSTRIPS STOCKS, AN ALTERNATIVE WILL BE SENT 


Make orders payable lo SGFTSCAN. Please add £1,00 lo sollware orders lor P&P 
Cheques;POs Lo: SOFTSCAN, PO BOX M, HEREFORD HR4 9VU 
Access Visa orders: Telephone 0432 50S36 


MIDIMASTER 

Interested? 

Read John S Davison’s review in 
MAKING MUSIC 
this issue 

Please telephone for currrent availability 

0785 213928 
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AIRSTRIKE II 


W elcome to another Tipster column r>i 
urfncfr we have a number of answers 
for the cries of help from the last issue t 
an encourc^ing response from all of you 
for which the Tipster gives his thanks. Also there is 
the promised map for Blinky's Scary School 
together u;ith a complete ujoI/c through. This issue 
sees a transitional Tipster column tcith the Tips¬ 
ter's role being taken over by guess who? Next 
time round we should have a full time Tipster back 
again so make sure you start him off well with a 
good helping of hints, tips , maps and solutions in 
response to this issue + 

See you next time, meantime here we go .... 


We iir e starting off with these comprehensive play tips from 
Adrian Graham of Co. Wicklow, Ireland who says that the 
secret is to learn to fly your craft skilfully. To shoot rockets 
Leave a bit of space behind you to reverse and tease the 
rockets out. If the bombs falling from the ceiling are bullet¬ 
proof then pause the game till they move to a different 
position, them fly round them. 

If the doors in the girders are too difficult to shoot, pause 
the game. Bombing fuel and ammo trucks is tricky some¬ 
times.. Be careful on harder levels because then the ammo 
trucks fight back- Going through tunnels requires skill as 
your fighter will disintegrate at the slightest bump. They 
don't make them like they used to! Moving mouths of caves 
can be beaten by pausing the game. You stop moving but the 
cave mouth does not stop. 

Shooting defenders must be shot dead centre, Their bullets 
can lie shot too. The odd things like two squares held by a 
rubber band can be removed by getting yourself in a safe 
place and pausing, They keep going past you. 



Freni Paul Adams, of Birmingham comes this complete guide to B1 inky's Scary 
School - a full run through of the game with a map. Be warned this is the 
whole .solution and it can spoil the game so only go as far as you need, Thanks 
to Paul for the most professionally submitted map and solution The Tipster has 
over seen! 


‘BLIP’S 
sem SCHOOL 
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A CORNUCOPIA OF TIPS 

from Lee Golciough, just down the road in Tamworth, 
There has to be something here for everyone! 


WARRIORS OF RAS 

Create a new character In the Dunzhia and play him till he's 
around 1 Oth level then transfer him over to Kaiv and use this 
character to play. It will be much easier, 

HEAD OVER HEELS 

To get past the robots wearing jet packs run up to the lost woII 
ond wait. When the robots are really close, run right and when 
he changes direction, run forward, You'll get post him without 
trouble. 

ASTEROIDS 

When there are only 1 or 2 small asteroids left, thrust up to the 
top right-hand corner and wait. When a saucer comes, shoot it 
either direct or using the 'wraparound' effect. Doing this a few 
times will bump up your score a lot. 

MISSILE COMMAND 

Press CONTRGL-C and you will start on level 5. Also, pressing 
CONTROL-Z a few times occasionally gives a surprise 

CENTIPEDE 

Remain stationary and keep shooting. This wl I build a 'tunnel' 
into which the centipedes will fall. 


START - STEPS - SCROLLING ALONG t - FLOUR POWER (TAKE) - 
SCROLLING ALONG 1 ■ PILLARS - FLUSHED WITH SUCCESS (TAKE) - 
IN A JAM ■ CREEPY CRAWLIES - PHEW DE COLOGNE (TAKE) - 
CREEPY CRAWLIES - RED HERRING - FROG - FLUSHED WITH SUC¬ 
CESS - WINDOWS - LEMON AID - DES GREATEST HITS - TOILET - 
SCROLLING ALONG 1 - STEPS - CAULDRON 1 (DEPOSIT FLOUR AND 
COLOGNE) - STEPS - SCROLLING ALONG 1 - PILLARS - FLUSHED 
WITH SUCCESS - IN A JAM - CREEPY CRAWLIES - RED HERRING 
(TAKE) - FROG - FLUSHED WITH SUCCESS - WINDOWS - LEMON AID 
(TAKE) - DES GREATEST HITS - TOILET - SCROLLING ALONG 1 
STEPS - CAULDRON 1 (DEPOSIT RED HERRING AND LEMON AID). 
BUNKY WILL NOW FLOAT UP TO THE NEXT LEVEL, CAULDRON 1 - 
PLATFORM - HANDS THAT DO DISHES - PLATFORM - SCROLLING 
ALONG 2 - PLATFORM - HANDS THAT DO DISHES - PLATFORM - 
STAIRS - EYE OF NEWT (TAKE) ■ HERMAN HAGGIS - BALLOONED - 
WASPS - TIMES SCONE BY (TAKE) - PLATFORM - SKYLINE - BY GUM 

- SKYLINE - AIR TODAY (TAKE) - SKYLINE - BY GUM * SKYLINE - 
PLATFORM - PLATFORM - SCROLLING ALONG 2 - CAULDRON 2 
(DEPOSIT EYE OF NEWT, SCONES, AIR TODAY) SCROLLING 
ALONG 2 - PLATFORM - PLATFORM - SKYLINE ■ BY GUM (TAKE) - 
SKYLINE - PLATFORM - PLATFORM ■ SCROLLING ALONG 2 - CAUL¬ 
DRON 2 (DEPOSIT BY GUM). GO TO ‘HAVE YOU SEEN THE LIGHT' 
(TAKE) - FLUSHED WITH SUCCESS - IN A JAM - PHEW DE COLOGNE 

- FLUSHED WITH SUCCESS - CREEPY CFLAWLIE - WATER - CEMET¬ 
ERY - HOW ALARMING (TAKE) - GO TO BEDROOM - JUMP ON THE 
PLATFORM ABOVE THE BED AND THE ALARM CLOCK IS ACTIVATED 
GAME COMPLETED. 


DEFENDER 

On screens 4 onwards all the Pods will be in the sarnie place 
at the start of the screen. Move in close and smart bomb, You 
get points for the pods and the swarmers Inside them. To 
destroy swarmers, get in behind them and follow them closely. 
They won't turn round and they won't fire back. If a baiter Is 
after you and you only have 1 or 2 aliens left, go after them 
and ignore the baiter You don't have to shoot him. If you 
have 1 humanoid left and are close to levels 5, 10 etc. then let 
a lander pick him up. shoot the lander, catch the man but 
don't put him down. The landers get quite frantic about this 
and can be picked off easily. 

TWILIGHT WORLD 

The solution to the first half of Trick or Trap is; Get blue key - R - 
D - get green key - L - get blue key -15 - R - D- get blue key U - 
left all the way - get green key - U - R - R - R - R get blue key ■ 
U- get blue key - R - get green key - D - R - D - get blue key - U 
- R - D - get blue key - U ■ R - U - L - get green key - R - D - R - 
get blue key R • get blue key - U - L - get green key - D - R - D 
.the rest is easy! 

The solution to screen H, Grid of Iron Is; Get orange key and 
go left, open orange door, get green key, go up, get orange 
key, go left and open orange door, go Jett to finish! 

These are the only major problems in Twilight World, the rest is 
relatively easy. 

Well done, Lee, what a lot of help for everyone! 

TURN THE PAGE 
FOR 

POTHOLE PETE 


HAWKQUEST 


Simon Williams has also just finished the cassette version 
of Hawkquest and provides this cheat for those ot you who 
can’t get through to the end and desperately want to see the 
end game screens. 

Load up the l End Screen and Animation tape’ and type 
ABLTXYZZHA which is the code made up from all five levels 
(AB)(LT)(XY)(ZZ)(HA) 


AND THE WINNER IS ... 


It was a hard decision this time with a few people 
pitching in with a lot of help hut the prize of the FIVE 
ATARI ROM CARTRIDGES goes to Philip Murphy for 
Pothole Pete and a lot of other hints. 

This time round a really weird prize - A SET OF AIR 
DRUMS. What? Great fun these, a couple of drum sticks 
that you just hit nothing with to create a myriad of 
drum sounds., a hit hard to explain hut great fun to play 
with {the batteries are already run down!). If you want a 
weird prize* get those hints and tips in now ] 

LEE NELSON stilt hasn 't had his videos from the last 
Tipster became we lost his address when the aid Tipster 
tippled off. Get in touch Lee and we'it send those videos. 
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POTHOLE 

PETE 


An almost complete game guide comes from Philip Murphy. Co. 
Cork . Ireland for this game. Philip has been playing this for 
quite a while. 


Here’s some more from Philip Murphy (see Lht J Pothole 
Pete solution} 

DRACONUS: Go to a room which has a Morph 

slab with a rat running across it. l^eave the rat to drain 
your energy, and as he is almost about to touch you to 
drain your last drop of energy, pull down on the joystick 
so that you will turn into a frognewt. When you return 
back into Frognum your energy level will be flat but you 
will still be able to kill everything without being killed 
yourself. You can now walk through all the nasties - 
except the Tyrant Beast! 


Level 1 : Stand beside toadstool- Jump over toadstool as 
spider begins bis run to the right and then jump again as he 
returns- Climb down the ladder Jump over the toadstool and 
collect the dynamite. Quickly run off the platform and fall onto 
the ladder- Jump over boulders When scorpion begins Its run 
to the right Jump over the toadstool and jump again over the 
scorpion. Watch the poisonous ivy. Get as close to the wall as 
possible and drop the dynamite. Don't move, When the wall 
explodes walk through you are now on level 2, 

Level 2 : Walk Oft the first two platforms. When bats are 
flying to the right, fall onto the bottom platform and jump the 
bat. Jump across and get the dynamite and then walk off the 
platform and wait. When the lower bat comes, Jump over it arid 
keep on jumping until you get back up where you started. When 
the bat flies to the right wait beside the toadstool and jump the 
bat and the toadstool at the same time. Drop the dynamite 
beside the wall and RUN through to level 3, 

Level 3: Climb down the ladder and watch the bat Walk 
to edge of platform and jump slightly behind the bat as he flies 
in the same direction. Collect the dynamite and jump back 
across and climb up the ladder. Run down the platforms avoid¬ 
ing the bats (in some cases the top bat get stuck on the ivy), 
Climb down the ladder. Jump over toadstool and drop dyna¬ 
mite. When the wall explodes walk through to level 4, 


ZORRO: Tills might help with Eric Foley’s prob¬ 
lem, don't collect the bags of money (just in case) 
because if you get killed In the jail you will be thrown 
back down into the graveyard. Forget about the short¬ 
cut, with the barrels. Go up through the ladder beside 
the icons and carry on the game the way Stephen 
Garbett explained in Issue 43, 

POLE POSITION; If you are having trouble 

with finishing the 8 laps because of the corners in the 
road coming too fast put a book or weight on the space 
bar and everything will slow down. This tip also works 
on many other games! 

In return Philip needs HELP on ROCKFORD 

where he is completely stuck on the 9th screen (the first 
of I he cowboy screens]. Apparently they leave you 6 
coins short- What’s the answer? 

HELP WANTED 


Level 4 : When bats fly to the left, keep your finger on fire 
pnd you will keep jumping. Jump across to small platform and 
then across again and stand beside the toadstool. When the bat 
flies to the right collect the dynamite, wait tor the bat to pass, 
then jump across to small platform and jump and then run 
across the top platform arid drop the dynamite beside the wall 
When the wall explodes walk through to level 5, 

That should keep you busy for while ... someone else can take 
over from there! 


MILK RACE 

Stay in 1st gear all the time as this keeps you at a 
good speed and also saves you energy. Never ride 
right at the edge of the screen as you will easily crash, 
stay nearer the middle if possible. 

SCREAMING WINGS 

It you want to go on a. few levels, then start the game 
as normal and when the large plane comes on, don't 
shoot it but dodge It and keep dodging it- The screen 
will keep scrolling to the end of that level. You can 
keep doing this through all levels. 1 reached level El 
and then got bored. 

Thanks to Dean Chadwick for these two tips 


Paul Cole of Stanhope, Ashford has finished ALTERNATE 
REALITY - THE DUNGEON, but is extremely frustrated by the 
fact lliat he still does not know the Gargoyle’s name. Cara 
anyone help him? 

Darren Chenery wants puLLing out of misery with some help 
on playing e.t. PHONE HOME and battlezONE. 

And of course there are lots more folks wanting help on all 
sorts of games, so if there Is something you have discovered 
that hasn't yet appeared in The Tipster column send Jt In to 
help others out, 

S^rtd your hints, tips, mops and solutions to 

THE TIPSTER 
NEW ATARI USER 

P.O. BOX 54, STAFFORD, ST16 1DR 


A TIPSTER EXCLUSIVE! 

Etetj reader sending in a NEW hint, 
tip, cheat or map will receive THE 
TIPSTER's unique badge, whether the 
contribution is used or not, The only 
qualification is that the tip must not 
have been used before in this column 
[ripping pages nut of oJd Atari User 
mags doesn't count either!), Please 
note that we cannot indicate whether your hint ot tip will appear in a 
future Issue - it might, it might not - depends what The Tipster had for 
dinner when he ecmes to type up the column. 
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COMPLETE & RETURN 

THE COUPON FOR YOUR 


FREE COPY ► 


OF THE 1990 ATARI ST 


48page PRODUCT GUIDE 

FROM SILICA SHOP - THE ATARI SPECIALISTS 


SiBca nro lh<j UK's Nn 1 Alari Wu have Ml 

€&iHbhshed 1o r ovar 12 ■years, end have an annual turno-'flf 
pi $1$ ni! : ipn. With fcgr nxpflr (frcn And nocprcrliiiti, we cart 
claim to res: our customers requirements Mh an 
understanding which is second to none, am don't jusi ifrke 
ouf word tor II. Cordate and return the coupon tor our atast 


SILICA M 
SHOP P> ) I 


MAIL ORDER: 14 The Mews. Hatheniey Hd. Sidcup. Kent. DW 4DX TeJr 061-309 111 if 1 

□ rdiir Linai Qpun: V ii-Sai 9 CCjit SAtom Wq Lula Night Spoiling Fax Not 061 339 HISS 

LONDON SHOP: 52 Tottenham Cnirt Read. London W1P DBA Tel; 071-530 4000 

Clpar i - 9 hojri. Wan-Sai 9 ACarr 3.Mim Lola Night Thiirsdofir until 3pm Fax Net 071-M3 t?3t 

SIDCUP SHOP; M The Mews. Hatlwrtev Rd. Sidcup. Kent. DAI 4 4DX Tel: Q41 342 B811 

Opir -g Hojis. Man.Sal DCCjr 3.3D pm Lais Night Fnday until 7grr Fax Nix OS' 399 9S1V 

BLFSTNESS/EDL 1 CATION : 1-4 The Mews Hatheriey Rd, Sidcup. Kent.. QW 4DX Tel: 061-304 0 m 

^>3rdnrUnfl^apa^^airFf^^Cai^ij»arTT^^^^CroaH^r^^^iMY^^^^^^^^^raj^tn^WU3e^)P0l^^^j 

Fo: Silica Shop. Oepl PSK-1M0-31, 1-4 The Mews, Hatharlsy Rd. Sidcup. Kent 0A14 4D?\ 

1 1 PLEASE SEHD ME A FREE ST PBODUCT GSlDEl | 

I M-.'Mrsi'Ms.:.......... I nil ala: ...... Surname: ........ I 

m Address: .............. _ 


Pcstcoco .......... Tel 


c&mpuler(s|, do you awrtf ............. 

EiOE Amosm :• m Lid 5 g« (!■::« an fu, cfjiiss • fltosa naiif rd te>x» ine lorasi iNVmiic*. 
































































































































Fiction 

m TIMES AVER? 


P eople generally buy a micro-com¬ 
puter for one (if two reasons: en¬ 
tertainment and a hobby or to use 
In making routine Lasks easier. There is a 
third reason, because everybody else lias 
one, hut people who buy one because of 
this generally are the ones who bought a 
microwave and still use It just to boil 
water for their instant coffee eight 
months later, Some technological wizards 
in this class even advance so far as to 
use the clock to time the cookies they are 
baking in the conventional oven, but they 
are few and far between. 

The computer's ability to make labor¬ 
ious tasks so much simpler and speedier 
is one of its major accomplishments, If 
you have a large collection of virtually 
anything, a computer will become indis¬ 
pensable after you try It for reeordi keep 
ing. Musicians are discovering what an 
ST will do to simplify their lives and even 
give them additional means ol sell ex¬ 
pression. Writers who used to use a type¬ 
writer wonder how anything ever got cre¬ 
ated given all the limitations they now 
realize it has compared to a computer. 
Business would come to a virtual stand¬ 
still today if deprived of them. 

]t is hard to believe that we are just at 
the beginning of the many marvellous 
things the home computer will provide 
people with ill the coming years. As a 
matter of fact, if technology pertaining to 
computers continues to accelerate at a 
greater pace every day as it lias been 
doing for the past few years, even science 
fiction writers will be unable to predict 
what these electronic bean counters will 
be capable of 50 years from now. 

IT’S SUPPOSED TO 
DO EVERYTHING 

Given all this, why does the computer I 
have provided with a home not fulfil all 
my expectations? 1 didn’t buy an Atari to 
enable the Tramiel family to purchase 
more things to win the contest that de¬ 
clares The boys with the most toys win'. I 
bought the miserable thing to make my 
life easier. ! took it home, set it up 
according to the instructions In the 
manuals and only then discovered t 
might as well devote half my remaining 


a story 

by 

Gordon F. Hooper 

life-span to learning how to force it to 
make my life easier and Increase my lei¬ 
sure hours. Except that all mv leisure 
hours in the foreseeable future would be 
spent trying to master a collection of sill 
con and integrated circuits that doesn't 
have an iota of con science. 

Finally 1 realized this machine wasn't 
like a vacuum cleaner where you could 
read the instructions, experiment for tern 
minutes and then suck up all the dirt 
within range of the extension cord. My 
dirty magazines and videos excepted, of 
course. No, this malignant, monster I had 
brought home of my own free will was 
going to demand my working hours plus 
whatever Lime remained in a 24 hour 
period. Whenever I decide that I'm not 
required Lo learn every insignificant de¬ 
tail of Lhe computer, 1 might he able to fit 
some sleeping time into the day. The 
problem is that the miserable machine 
intrigues roe and I want to learn every¬ 
thing [ can about it. Believe me, you have 
to be a masochist to want to know that 
POKE 85,0 turns off 3/0 noise. 

ERROR? WHAT 
DOES THAT MEAN? 

Today I was using a word processing 
program to write this article. I booted it 
up and got an error 140, Hmmrn. Never 
saw that one before. A quick check of my 
manual reveals "Serial Frame Error - Bit 
7 of SKSTAT in the POKEY chip is set. 
This means that communication from the 
device to the com pi her is garbled. This is 
a very rare error and it is fatal." Fatal? 
What the bell does that mean? Whatever 
it means, the word ’fatal" brings to mind 
that somewhere along the line this is 
going to cost me money 3 was going to 
spend on something frivolous, like food- 
Tlie manual then goes on to say (when f 
get enough courage to read further}, "If it 


occurs more than once, have your device 
or computer checked". It occurred four 
times, because 3 didr s'L believe It the first 
three times. Now I do, "You can also 
remove the peripherals one at a time to 
isolate the problem", Great idea. Maybe 
1’IS trace it to Lhe hard drive that relieved 
me of $999.99 (plus tax and extended 
warrantyj yesterday, 

But God lakes pity on me. She [the ol 
Gordo ain’t no chauvinist, ladies] leads 
rnc to discover that one of my cables is 
kinked and straightening it out solves 
the problem Too bad I can’t straighten 
out my disturbed mind as easily, then I 
wouldn’t have to be apologising to 
females all the time. The only problem 
left now is I'm so shook up ihal me and a 
bottle of vodka are going to have a heart¬ 
felt meeting, so there will be no more 
writing today, See what I mean? If 1 still 
had my typewriter, 1 his article would be 
in the mail and 1 could have started typ¬ 
ing something that would pay real 
money, like blackmail letters or tele- 
vangellsm speeches, 

how DO YOU 
STOP THE THING? 

A friend of mine who works as a 
machinist now uses a computerized lathe 
Lo fabricate air nozzles for use In the 
navy. It can machine tolerances a lit Lie 
more accurately and at a faster speed 
than he used lo be able to do manually. 
No problem here, you say? Sounds like it 
made an improvement? Maybe so, except 
he had to lake a six-month training 
course Lo Learn how to operate a compu¬ 
ter and how to program it. Now he goes 
to work, writes a program to manufac¬ 
ture Lhe nozzles to the required dimen¬ 
sions. loads the lathe with the Loots re¬ 
quired, watches Lhe machine to make 
sure there are no snafus and then goes 
to the garbage can to pick out the com¬ 
pleted nozzles so he can de burr them. 
Nobody can figure out how to slop the 
com puter from'dumpi ng finished product 
along with the waste or Lo finish the job. L 
gel the feeling if he had spent all that 
time just working on a lathe making noz¬ 
zles, the navy would have them coming 
out of their yin-yang by now. 
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WHAT IF THEY 
TAKE OVER? 

The next major advancement in compu¬ 
ters is likely to be artlfirial intelligence* 
Now that s a truly frightening thought h 
because when you consider how lasL 
these things progress, we It probably 
have Al tn home computers in the fairly 
near future, Our computers now are as 
stupid as the Chilean government spoke¬ 
sman who explained we should still eat 
their fruit because it was only slightly 
contaminated with cyanide. Today they 
only look up, nr crash, or simply send 
our most important Hies to the rnun- 
chkins in the land of Os'. Can you im¬ 
agine what a computer with AI will do 
with the program you ve worked on fur 
six months? You know it will use its 
creativity to ensure that the novel you ve 
been typing lor the lasl year couldn t be 
retrieved by the latest version of the Cray 
Supercomputer. 

Try to 1 hink. without breaking Into 
tears, what it will do with all (bat infor¬ 
mation you d rather the IRS was a little 
hazy on. You can bet your last byte of 
RAM it will figure a way to zip it out 
through your modem to the Feds. You 
won t kiioiv anything about it until the' 
long-distance bill arrives, personally deli¬ 
vered by the guy with a pair of cuffs 
who s going to escort you to your new 
home for the next ten years, less time olT 
for good behaviour. Try to remember be¬ 
fore you leave that while il may have 
artificial Intelligence, you as a human 
have the real thing, plus the hands to 
shove a stick of dynamite up its serial 
port! What makes that even sweeter is 
the mind-saving sense of irony that 
allows you tn enjoy doing it. 

GOT A MATCH? 


It turns out that, as in most human 
endeavours, the things you do to save 
time actually do save it. except they open 
up so many new possibilities (hat you 
end up with less time than you started 
with. But then, of course, you can always 
light the dynamite! 


DISK BONUS 



A graphic arcade adventure 
in machine code by Bill Halsalt 



Slip buck in time to days of old when knights were bold and ladies 
had to he won. in this graphic adventure trilogy your quest is 
to prove yourself by returning the gold to the mantelpiece then 
claiming your bride. 

Your task will not lie easy. Nasty dragons and other heasties will 
bar your way. The good news is you can reincarnate yourself. The 
bad news is so can the baddies! 

Are you up to it? Can you unravel the puzzles? Can you recover 
the treasure? What is the secret of the yellow door? Do you really 
want to get married anyway? 

All this and more will be revealed by plugging in a joystick and 
hooting up Side 2 of the issue disk! Playing instructions and 
cryptic clues are provided on screen. Bon voyage! 


This excellent adventure is the BONUS on the Issue 46 disk. 
Disk subscribers will receive their disk with this Issue but 
other readers may purchase the Issue disk separately tor 
£2.95. Use the order form on page 54 or write to PAGE 6, 
P.O. Box 54, Stafford s ST16 1TB, Telephone orders by credit 
card accepted on 0785 213928 
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XL/XE PROGRAMMING 


ALTERNATE INPUT 


D id you type in GUESS AND COUNT from Issue 44? 

Well I did and it turned out to be a very nice program. 
My children also enjoyed it. but were arguing a lot, 
accusing each other of taking too much time to enter their 
words. This is caused by die program offering the players the 
possibility to take as much time as they want to enter words. It 
means you can keep your opponent waiting for hours, while 
you can do as much thinking as you like. 

The cause of the problem is the INPUT statement in Atari 
Basic which causes the program to stop until input from the 
keyboard is received, I decided to think about creating an 
alternative method for the INPUTstatement, which should be 
able to build in a certain time limit in Guess and Count and 
similar programs. Although I tried to create such a routine 
before, I never succeeded. All my attempts failed, always find¬ 
ing that it was was absolutely impossible using INPUT or GET. 
These statements are just not usable for the aim I had, be¬ 
cause they cause the computer to wait for an expression to be 
entered (INPUT) or a key to be pressed (GET). During this 
period the computer cannot execute other routines in Basic, 
for example running a countdown while the players enter 
words. 

There are some Basic programs using a countdown routine, 
like COMPUTER COUNTDOWN in ATARI USER No, S [Decem¬ 
ber 1985) but none of these programs satisfied me, because 
they are easy to cheat while playing and In fact they do not use 
the countdown routine while the player enters a word. 

After a lot of thinking I finally found a rather simple solution, 
which anyone can understand and build into their own Basic 
programs. 

THE SOLUTION - ADDRESS 764! 

This address holds a number which is the code of the last key 
pressed. If no key Is pressed, the code is 255, This can be 
easily used in a Basic program as long as no key is pressed, it 
is possible to have your program execute a certain task but as 
soon as a key is pressed, which ran be noticed with 
FEEK(764}* this task can be interrupted for a short while. 

As far as this goes. it is no news for most Basic programmers 
although there is a problem to solve if you want to use 764 for 
detecting specific keys. The code in location 764 is not the 
ATASCIl code, nor the INTERNAL code of the key pressed! It is 
the keyboardcode, which is used by the keyboard-handler in 
the internal part of your Atari. Before we go any further check 
out the table of keyboard codes shown. 

If you want to check the codes for yourself they arc easy to 
find if you type the following line in the direct mode of Basic 

FOR X=0 TO 10000:PRINT PEEK (764) :NEXT X 

After you press RETURN you will sec the keyboard code 
appear on your screen each time you hit a key. 

You will notice two remarkable tilings - some codes don t exist 
(e.g, 3. 4 etc.) and there is no way to convert these codes into 
ATASCIl or INTERNAL codes. 


John van der Spoel 
explains how to get 
keyboard input 
without stopping 
your program 

SOLVING THE PROBLEM 

The second of the above problems is the major one. How to 
solve this? How can a Basic programmer make use of these 
codes? There had to be a way and after some thought It turned 
out there was one! 

1 got the idea to POKE the INTERNAL codes of each key In a 
free part of memory. Location 1536 and following (that is page 
6} is suitable for this although other locations can be used if 
the area of memory is protected or the routine could be 
adapted to place the codes in an array or string. The codes 
have to inserted in exactly the same order as the 64 codes of 
the keyboard code table, so address 1536 holds 44 (that is Lhc 
letter L), address 1537 holds 42 (that is the letter J). and so 
on. The code of the last letter (A=code 63] Is placed In address 
1599, 

li now you use PEEK(764), take the contents of this address 
and add 1536 to this, you will Find the number of the address 
where the INTERNAL code of the last key pressed is stored! For 
example. If you press the letter P. the number 10 is stored in 
address 764. Add 1536 to 10 and this (1546) is the address 
where you find the INTERNAL code for the letter P - 48! 

HOW TO USE THIS 
IN A PROGRAM? 

Take a look at Listing 1 - the demo program. 

A FOR-NEXT loop is checked if a key is pressed by PEEKJng 
location 764. This loop is nested in a countdown loop, so while 
the countdown runs, the program checks whether a key is 
pressed or not. If so, the program jumps to a subroutine in line 
200, which looks at which key was pressed, After this the 
INTERNAL code of this key Is POKEd directly to the screen- 
memory, so it Is Immediately visible on the screen. Once done 
the program returns to the countdown routine. 

All this happens so quickly each time a key is pressed, that 
you will hardly notice the countdown has stopped for a frac¬ 
tion of a second. The demo program also contains sound 
routines and a routine to trap faulty keys, such as numbers 
etc. 

The countdown values (in INTERNAL cades) are just as well 
directly PQKEd into the screen-memory, that is address 40000 
to 40959 in Graphics 0 [this happens in lines 60 and 90], 
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HG 
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RFH KJC M MMKM -W MMWW W WWUMkX rt MKMMMMTfWH W H 


INPUT & COUNTDOWN ROUTINE * 

by * 

John wan dec spool * 

-- - -H 

REM * HEM ATARI USER OCTOBER ‘98 * 

REM WW W MKMUMMMWMWIf i fNMM t L N MMMMWKHKKNN 


REM * 
HEM * 
REM * 
REM * 


KW 0 REM 

VP 10 POKE 752, IS? 1? “ENTER 5 LETT 

ERS IN 8 SECONDS !^?POKE 40262,178 
VY 20 REM 


ENTER KEYBOORfr-COOLS IN PAGi fi 


THIS TAKES 1 SECOND 


OS so FOR Krl5J6 TO 1S99:READ L ; POKE K,L 
NEXT K 
TT 40 REM 


COUNTDOWN ROUT J. NT lU C L QUO 


INPUT ROUTINE IN T-LOOP 


VP 50 POKE 764,255:L-0 
00 60 FDR C=ZS TO 16 STEP ~1 
SO 70 SOUND 0,504C»Z,10,18 
OZ 80 POKE 40101,€ 

ME 90 SOUND ft, 0,0,0 
VJ 106 FOR 1=1 TO 50 

LR 110 IF PEEK I764J<>255 THEN G05UB 200 
US 120 IF L“5 THEN SB0 
FX 130 NEXT I 
DR 140 NEXT C 
MU ISO GOTO 400 
RD 200 REM 


P 0 K I- C HO RftCTER IN SCRE E H ~R A N 


AND TEST IF RIGHT KtV IS HIT 


NJ 210 IF PEEKC1536+PEEK1764)>=0 THEN POS 
IT ION 2,0:? "WRONG INPUT ! !":POKE 764, 
255tRETURN 

IE 220 SOUND 1,20,10,10 

DJ 230 POKE 40202+L,PEEKCI536*PEEKC764Hs 
L = L + 1[POKE 784 ,255:SOUND 1,0,0,0 tftETUfi 

N 

SO 300 REM IHjf d 1 * 1 ■ 

LU 310 POSITION 2,0:? "HELL DONE !U"?PD*i 

E 752,0 SEND __ 

ZX 400 REM 10iI 

a C 410 POSITION 2,8:? "YOUR TIME IS UP M 
"SPOKE 752,0:END 
UU 20000 REM 


KEYBOARD-CODES .WUCM AR 


USE D IN LOCflllON 764 


XP 20010 DATA 44,42,0,8,0,43,8,8,47,0,48, 
S3,0,41,0,0,54,0,36,0,0,34,56,5®,0,0,0 
,0,0,0,0,0,0,0,0,46,O,45,0,6,50,0 
SF 20020 DATA 37,57.0,52,55,45,0,8,0,0,0, 
0,0,0,30,46,36,0,0,35,51,33 


UU 

IU 

EC 


EZ 1 HEM HmcXmtKMKHmtH N I CMM KM M MWm t mtlM l H Ht 
00 2 REM * MODIFICATIONS FOP * 

3 HEM * GUESS and COUNT * 

4 REM * by John van der Spool * 

5 REM *----- * 

DZ 6 REM * NEW ATARI USER OCTOBER 1 90 « 
E0 7 REM MHWWWWHWH HI fHKMMaMJtBKKW M KlIWWimMW 
MN 8 REM 

ZR 4O0 POSITION 2,19:? "Player ";PL+lj" - 
TURN NoT;:POSITION 29,19?? “TIME : 

HP 

GI 440 POSITION 2,21!? 

RS 450 GOSUB 2100 

SN 460 FOR 1=1 TO 5:L-PEEK{40041+11+32!0$ 
Cl,I)-CHRSCL):NEXT I 
YC 580 Y = ¥*2: POSITION 2,21 f? 

"iGOSUB 50: GCJ SUB ISO: POSITION 
2,21:7 ER$:GOTO 400 

ov 630 POSITION 2,21:? " MTHIM JilH!JMil s 
'•} : ? ASeGOSUB 66 i GdSUB 140 i GOSU0 60: GO 
SUB 150 

UH 1650 GOSUB 2000:GOTO 1330 
VI 200S REM ■ A A'l 
JG 2010 RESTORE 2030 

UB 2020 FOR K=1S36 TO 1S99;HEAD L:POKE K, 
Li NEXT K 

DR 2036 DATA 44,42,0,0,0,43,0,0,47,■,4®,5 
3,0,41,0,8,54 p 0,35,6,8,34,66,5B,0,6,0, 
0,0,0,8,0,8,0,0,46,0,46,8,0,50,0 
ZN 2840 DATA 37,57,0,62,55,49,0,8,0,0,0,0 
, 8, 0,30* 40, 36,6 * 0,39,51,33 
AP 2050 RETURN 

MN 2108 REM m*Mi?k i& ui^mvmJiWwmnzsm 
FH 2118 POKE 764,255:L—8 

HQ 2120 FOR C = 24 TO 16 STEP —i:SOUND 0,50 
+C*2,10,10:POKE 40798,C;SOUND 0,0,0,0 
HX Z130 FOR 1 = 1 TO 68:IF PEEKT764J<>255 T 
HEM GOSUB 2580 

FE 2140 IF L—5 THEN POP :GOTO 468 
GX 2150 NEXT I:NEXT C1 GOTO 2680 
FP 2508 IF PEEKC1536+PEEK£76431=0 THEN Pd 
5ITIGN 24,21!? "WStelft IWIP0KE 76 
4,255!RETURN 

GU 2510 SOUND 1,26,10,10?POKE 40042+1,PEE 
K 11536 + PEEK 176413 :L—L + l? POKE 764,255:P 
OSITIDN 24,211? ER5 C L, 13) ; 

YD 2520 SOUN D 1,8,8,8 :RETURN 
GE 2688 REM ■§«!=»N J 
M J 2610 POSITION 2,21:? 1 ‘ N’illi IM ■ 

HI") : B$ = A5:»S 62,5) ="****" SGOSUB 60:GO 
SUB 148:GOSUB 60:8010 470 


ADDING THIS ROUTINE 
TO GUESS AND COUNT 

With this routine built in, Guess and Count is much more 
challenging. Take a look at Listing 2 Ibr the changes to he 
made. 

You will notice it is not possible to use the backspace key. 

This will force you to avoid mistakes, which increases the Joy 
of the game. 

1 also changed line 6 JO, which now will give you the correct 
word if you did not succeed to guess It within 5 turns. 

! hope other readers will he pleased with this information and 
will be able to Incorporate the routine into their own programs 
and make more challenging games available for us all. 

John van der Spoel 


KEYBOARD CODES IN LOCATION 764 


0- L 

16 = V 

33 = SPACE 

49 = 

1 = J 

17 = 

34= . 

50 = 0 

2 = ; 

18 = C 

35= N 

51-7 

3 = 

19 = 

36 = 

52 = 

4 = 

20 = 

37= M 

53 = 8 

5; = K 

21 =B 

38 = / 

54 = < 

6 = + 

22= X 

39 = INV 

55 = > 

7 = * 

23 = Z 

40 = R 

56 = F 

8 = 0 

24 = 4 

41 = 

57 = H 

9 = 

25 = 

42 = E 

58 = D 

10-P 

26 = 3 

43 = Y 

59 = 

11 = U 

27 = 6 

44 = TAB 

60 s CAPS 

12 = RET 

28 = ESC 

45 = T 

61 =G 

13 = 1 

29 = 5 

46 - W 

62 = S 

14 = - 

30 = 2 

47 = Q 

63 = A 

15 = = 

31 = 1 

48 = 9 

64 = 
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TURBO BASIC 



OPTICAL 


Here are three nice graphics demos for you to 
enjoy* If you have a copy of Turbo Basic f boot 
it up and type in each of the listings, The first 
program can be saved u>ith ang name but the 
second two listings should be saved as DEMQ2 
and DEMQ3 respectively since each program 
runs the other. Altematiuely you can change 
theJilenames after the RUN command in each 
program. 

Nothing more to be said really t just sit back 
and enjoy! 


Three short demos in 
Turbo Basic 
by D. P. Allen 


EH 

JJ 

SJ 

HB 

KZ 

FC 

NN 


REM unu i i n ii i i ii n uni 11 im i u 1 1 mn 111 r»mttimttnw 

REM 8 THE ALLEK DEMOS - Z 8 

REM 8 (requires TURBO BASIC} 8 

rem n --------- « 

REM 8 MEM ATARI USER OCTOBER 1 8 
rem u8iimiiimim»8HHiimmi i mi i Hii i M i ii ii »W8 
REM 

HE a REH Ef;Vl 
HO 3 REM 

UR IB «1=3©:M2“M1*2:M3^M1*3: M4=HI*4 
SM 2© GRAPHICS 24;POKE 782 t 130 S POKE 712,1 
20:POKE 7±Bj120SCOLOR 1;P = ©:ST=3 

HV 30---—--~-- 

TO 40 FOR Y~© TO 128 STEP M2 
MV SB FOR H—1B TO 250 STEP M2 
GP 00 FOR Z=® TO 15 STEP ST 

GH 70 ERE0 DRAM 

LL 08 MEXT ZiNEMT KxNEXT V 

K5 39 PAUSE 208 ! RUN ; 0EMO3" 

II 32---—— --“ — 

DR 108 PROC DRAM 

RM 110 PLOT X + P*Y + MIIDRAHTO H + Z,Y*ZIDfi! A 
HTO X+Ml , V+P 

RM 120 DRAHTO K+M2~Z , Y + Z !DRAHTO H+M2,Y# 
Ml 

Cl 118 DRAHTO X+H2-Z,Y+H2-Z!DRAHTO K + Hl 
, V*H2 

IH 14© DRAHTO X+ P + Z ,'Y+M2"Z : DRAHTO X + P,V 
+M1 

OT 150 EMRPROC 

ZO 168 REM DiP2 • 



EH 1 REM i tifrtMiiiHmwmmMiTiMHmimHMiwBmii tm 

IE 2 REM a THE ALLEH DEMOS - 1 8 

sj 3 rem 8 (requirM turbo ©asicj a 

HO 4 REM 8 ---— ** 

KZ 5 REM 8 MEM ATARI USER OCTOBER 1 SB 8 
FC 6 REM II miti*T*T"0“ 1 ■■ 11 uiBHiwmmiinrmmtmHl tttH 
HM 7 REM 
VL 0 RFM l- T^V 
MO 3 REM 

OP 18 GRAPHICS 24!POKE 7±®,G5POKE 70S * 0!P 
DKE 712 P 112 

UE 20 L = 40 E Li“l®!L2 —20:L3=30;L5“3!G=8 

CD SO FOR Yl^lS TO 135 STEP L 

TO 4# FOR Z = 17 TO 257 STEP L 

DM 90 IF G = 4 THEM iEHEC SLIMES 

MY 6S EKEG LIMES 

HS 70 NEXT 2 

SS SO NEXT VI!PAUSE 68 

DM Sfl FDR Yl=135 TO 15 STEP -L 

CP 100 FOR Z = 257 TO 17 STEP -L 

OZ 110 IF MOT G=8 THEM EXEC BOH 

HU 128 HEX? Z 

RS 138 MEXT VI:REM PAUSE 180 

PR 14® FOR ¥1—15 TO 135 STEP L 

Dl ISO FOR Z = 17 TO 257 STEP L 

HG 160 EXEC SLIMES 

IF 178 MEXT Z 

MZ 180 MEXT V1 i PAUSE 50 

AY 130 G=G-4:IF MOT G<4 THEM GOTO 30 

UG Z10 PAUSE 4 00: RUN *‘D : 0EM02” 

SO 228 PROC LINES 
57 230 FOR X-0 TO L. STEP G 
HL Z48 COLOR liPLOT Z*X,Yl:DRAHTO Z+L 

j Yl + L-X!PLOT ZiYl + X i DRAHTO Z + L-K,L + Yi 
HE 258 HEXT X 
UU 208 ENDPROC 
UT 270 PROC ©OX 
BC 288 FOR Zi=0 TO L2 

FJ 230 COLOR 0iPLOT ZI *Z + L 1 , Y1 *L1! If R A 

HTO ZlFZ + Llj-13 + Yl 
GG 180 NEXT Zl 
DM 318 EMOPROC 
Ml 328 PROC SLIMES 
HZ 330 FOR 50-3 TO LZ STEP G 
HL 346 COLOR llPLOT Z+L1+5B,Ll+Yl!DRA 

HTO Z+LljVl+SB+Li 

Pli 358 PLOT Z+LS+S©, Ll+Yl l PR AUTO Z*L3 

,Yl+LS+SB 
LZ 368 HEXT SB 
UZ 370 EMDPROC 
ZI 309 REM DfPl 

SM 120 REM Progr»M by D.P.Allent# 
po 48© REM Final design is net** 

XL 41© REM original** * 
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ew i hem rrtittTrfm wmi iiiiiMwiii»i»in i itmHnnr t niTO Bi 
JJ 2 WEH H THE Al. t.FH l>E MO 5 2 It 

SJ 3 REM It TURBO BftSXO « 

HO 4 REM « - -» 

K2 b BFM H HEM ATARI USER OCTOBER ‘50 tt 

fc o rem uiiimujmrrtTmTffitmmHmmmiitmrTiMWtTB 

KM 7 HEM 

Hk o REM EEEm»34;[‘># 

HO "» REM 
OY It) GOTO 550 

AH 20 RFM seftii? graphic HOdE - at tr ac t 

pi^ pbi ntere to i icrpi‘n I i nts, col ours & 
variab i<?s 

51 30 GRAPH T Cb 1ft; POKE 77,254 
YE 40 M£K=&PEEK f7d3T :LEM=lHNEOl f 743J+8800 
MK SB TT-DPEEK£08JiT2-TTI40:TL-t1+3000 
ZZ 6 0 LT-TT+384OjL2-LT + *0:1 I- -L T + 3 800 
SK 70 FOB M-0 TO 7fP0Kt. 70S + K , K+G ; Hlf MT X 
LB 00 POKE 704 ,, 2 : PH-40 : PY“?6 ; 5 = 1: 0-7 3 5T = - 
0. 2 iG —3 

IE 30 ------ 

UZ 100 REM draw design 

AR 110 FOP PK-1O TO 70 5TEP 

BA 120 FOR PYT.49 TO 150 STEP 55 

OH 130 EHEC DIA 

MG 140 NEKT PYlHEKT PS4 

AT 150 FOR PH=20 TO 60 STEP ±9 

IG 160 FOR FY=&7 TO 125 STEP 5H 

PE 1.70 EKEC t>I A 

MO 180 HFKT RYiHEHT PH 

PC 130 --------- 

JC 200 REw £hift colours thraufh register 
s & scroll two haloes of screen 
5Y 218 U KOO:FOR 0 = 0 TO IS© i EKEC KOI 
PR 220 NEKT O:G-G +RAMD£15J 5 IF G>238 THEM 
E=RAHP £73 +6 

EZ 230 FOR H-0 TO 7:POKE 705*H,K+GTtfCKT X 
KB 240 EKEC SCROLL 
BlC 250 GOO KOO 

PB 260 ------g-”"-— 

uti 270 REM draw concentric dianond shape 
JA 200 PH0C blA 

IK 270 FOR T = 0 TO S STEP ST;COLOR T 
AS 300 TRAP 320;PL OT PK-£S-T1 r PY fDRAM 

TO PK p PY-4* £S“T3 

CL 310 TRAP 320!BRAMTO PK+t5~T>,PV!OR 

AHTO PK.RY+4NtS-TJ3PRONTO PH-CS-TJ,PY 
FD 320 NEKT T 
UR 330 EH&PltOC 

OY 340 —---—- 

GW SS0 REM shift colours through register 
s 

TF 360 PROC KOL 

MT 370 FOR H=0 TO 7 

KM 380 POKE 713-H j, PEEK E712-H3 

Qtt 31* POKE 70S < PEEK f 71 IT 

GH 400 HEMT H 

VO 410 ENDPRQC 

OU 420 -“--— 

GP 430 REM scroll 6 lines up * down 
an 440 PROC SCROLL 
US 450 1>0 

HOOF TT , HEM, 4B ; ITOUE *£,11,3020 
«DUE HEM, TL , 40 
-HOOF LL,iFHj4 O 
-MOVE 11,12,3340 
“MOUE LEM,L T,40 
M=H+l:lF H-6 THEN EXIT 
L0GP 

H=0;FHDPROC 

PA 540 —'--- 

UK 550 GRAPHICS 0 :POKE 752,1 SPOKE 710,01P 
ONE 7€0,15:DIM ASCII 
US 552 FOR H=1 T« 32!READ AS 
CG 56© POSITIOH 2+K,10;* ASsHEMT HLPAUS 
E 2fl 

ZF 562 FOR TM=15 TO 0 STEP -lLPOfCE 7B?,TH 
:PAUSE 3 1 NEKT TN 

RZ 57© DATA P,l,e,3,S,e, ,H,a,i,t, ,H,h,i 

„i*e, , p,r,a,w J ,i Jl n,g H ,D,e,s,i,9,o 

QG 560 GOTO 20 
HI 570 REM 

MK 606 «£« *progran devised* 

FA 610 REM tHtb¥ 0,P, Allen*** f 


OH 460 
FO 470 
YH 460 
UV 4 90 
ON SO© 
LQ 516 
CU 520 
OR 530 


Bournemouth & Poole Atari User Group 

Publishers of 8:16 ihe UKs No. 1 Atari Newsletter 
Full of useful articles on ihe Atari 8 bit / VCS and ST 
Subscription - £3.80 per year (4 issues) 
BaPAUG meetings first Friday of each month at The Kinson 
Community Centre, Bournemouth starling at 7pm. 

For subscription or more details contact 
lan Brooker, 163 Verity Crescent, Canford Heath, 
Poole, Dorset BH17 7TX 


COME AND MEET US AT AMS4 


Gralin International 

11 ShiLlito Road, Parks tone, Poole, Dorset BH122BN 

Cheques/Postal Orders only. Orders under f25 pleasi: add £1 p&p. Overseas 
please add £2.50 per order. Please allow 28 days for delivery, SAL for catalogue. 


Atari ft bit ROM Sets 


{No boxes or manuals) 

[vach set only £14.95 
Set 1: Missile Command, Pac Man, 
Asteroid^ Star Raiders, E.T. 
Phone Home 

Sot 2: Space Invaders, Ga I a x ian, 

Defender, Qii, liastcm Front 


Atari 8 hit ROMs - Bitted 


Adventure Creator... £14.95 

Alphabet Zoo (A^e 3-7>.£12.49 

Defender.. £4.99 

DcSla. Drawing (Age 4 - adult) .... £12.49 

Faccmakcr {Age 4- ] 2) .£12.49 

Grandma's House (Age 4-8) . £12.49 

Missile Command.. £4.99 

PAC MAN .. £4.99 

Pll.GT i’rog.rjmming 1 jngua .£17.50 

Star Raidcre.. £4.99 

Story Machine {401)^890only) .... £11.95 

52QST.....£37,50 

400/8(KV800XUI 30XIi.£24.95ea 

1050 disk drive,....£24,95 


Books 

Mapping r rhc Atari: Revised . 

..£'29-95 

Newsroom..... 

, £24.95 

Shotcction Techniques Vo! 1 . 

. £24.99 ■ 

Protection Techniques Vol 2 - 

..£24.95- 

Turbocharger ....... 

. £24 .95- 

Your Atari Comes Alive........ 

. £24.95- 

' Hook iriuljdci disc 


Hardware 

1020 Printer Plotter,,. 

..,£19.95 

12O0XL (NTSC TV only). 

.,,£74.95 

IC Spares from... 

.£4.50 

Parrot 11 sound digitizer__ 

,..£59.95 


(SSAB+Disk for free demo) 
RAM Rod XL (Dual OS).£49.95 


Controller Card 


We can now supply under licence the 
Com pule rhouse UK Corilf oiler Card. 

XF Vcrsicifi + Tuolkil Sul.£59.95 

XL Version + Toolkit Set..£54,95 

I'iuiin^ extra - write for details 
Toolkit Set only .,.,£19,95 


AVK CfcaranEe 


Cassettes .....£1.50 

Diskettes ....___ £2.50 

l.Lsi available with catalogue 


Atari 8 bit Disks 


AtariWrilcr I 5 ]us ..£9-95 

Cut2t Past* (Wordproccssor) ..£14.95 

Datasoft BASIC Compiler.£4.99 

Electronic Drummer.. ...,,£12.50 

Ugh tspeed C.£39.95 

Kyan PASCAL „.£62.00 

Music Studio .. .,,,.,.£14.95 

Newsroom DTP... £19.95 

Sung Wrater... £9,95 

Sons Of Uberiy... £29.95 

Top Gunner Collection.,,,,.,.£19,95 

Visicak ....£4.99 

Warship.. .£16.95 

War In Russia . £29.95 


Disks - (j times Clearance 


£4.9$ far A: Asylum / Ay.tcc ! bishop's 
Square & Maxwell’s l^enum / IS aid 
Hat Mack / Hardball i Jeepcrs 
Creepers / Juggler / Juno First / Lapis 
Phriosophorum/ Maltese Chicken / 
New York City / One tin Onu / Pacific 
Coast Highway / Phantom / Protector 
I[ / Quasimodo / Realm of Impossibil 
ity / Ricbocet / Serpentine / Slime / 
Stella Shuttle / Survivor / Ulysses atid 
the Fleece / Zaxaon 
£5.99 each: Alien CaideEi / Arkanoid f 
Beachhead / Beachhead 11/ Crypt of 
the Unde ad / Cry ton Masters / Dodge 
Racer / Domain of the L'ndcad / 
Dragims- F.yu ( Esta|>e frOri] Vutcaii 
Isle / CJooTiics / Hacker / King Arthur 
Heir / Mediator Mercenary / Mission 
Asteroids / Montezumas Revenge / 
Moon Sh utile / Morloe's Towe r / M r. 
Robot and his Robot Faetoiy / 
Nightmare / Pole Position i Quest- 
probe - Human Torch Ihe Thing / 
Rampage / Rescue at Rigd / Scooter / 
Sidewinder / Sky Blazer / Speedway 
Blast f Slar Cross / Star Warrior / 
Super Zaaxtm / Tail of the Be La l.yrau 
/ Tapper / Tigers in the Snow / 

Tumble hugs / Up 'N 1 Down / Winter 
Olympics / Zone X 

£6.99 each: Ace of Aces / Alternative 
Reality - The City / European Super 
Soccer/ OTge /Qucsirom / Rescue on 
Fractals/Smash Hits 6/Smash IEits7 
/ Temple of Asphai 
£S.99 each: Hollywood Elijinx/ 

Infidel / Jlnxter / Ljurking 1 lorror / 
Sca.slalke.r / Zoik IH 


ICD PRODUCT RANGE 


Action! with Toolkit Alternative language.£39,99 

MAC/65 with Toolkit .....-Excellent assembler .....£39.99 

P:R: Connection...Modem & Printer interface.£49,99 

Printer Connection ■ 4 bir + 4 ■ H-fc«** Parallel primer interface ,..,.£29,99 
R-Time 8 „ + «„Real time clock for SpiartaDOS £29,99 
Romho XE Memory Upgrade - No RAM .,.,.£19.99 

SpartuDOS X...The ultimate 8 bit DOS.£39.99 

US Doubler 1050 drive enhancement.£14.99 

US Doubler with SpartaDOS Construction Set...£29.99 


Atari Writer Plus FREE with ill I orders over £50 
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Ian Finlay son's 



SUBROUTINES 


LINE 

COUNT 

A UTILITY FOR CHECKING 
YOUR PROGRAMS 


enough for this subroutine to know that Hie first byte after 
each colon (that is the first byte of each Basic- statement} is l ike 
byte 4 and contains the offset value between the sLart o! the 
current line and the start of the next Basic statement. 

AN OVERVIEW 
OF THE SUBROUTINE 

What does the subroutine do? Et counts all the line numbers 
in a Basic program and all the Basic statements on each line, 
and prints on the screen as it goes the sequential number, the 
Basic line number and the number of Basic statements on the 
line. When the screen is full it pauses until a key is pressed. 
When used as a programmers tool this is a more convenient 
way of looking at your program line numbers than using the 
full LIST command. 


I had temporarily run out oi ideas for the tutorial sub¬ 
routine article, and had decided to more or less evade the 
issue and tell you a story instead. The slaty was to be 
designed, like the tutorial articles, to teach something as well 
as Lo be enjoyable In Its own right, but then 3 received an 
interesting letter from Mr P Adams of Billesley containing a 
short, but quite complex subroutine. I apologise to him lor 
bashing his idea about a bit to create this article. 

The articles for the October/November magazine are written 
in July and It is hot summer weather which tends to reduce 
time spent on the computer, in facL it, reduces my whole 
thinking processes to a tropically slow pace so I am particular¬ 
ly grateful to Mr Adams for supplying the idea. 

BASIC LINE STRUCTURE 

To understand what is gong on In the subroutine itself it is 
necessary to know a little about the structure of a tokenised 
line of Basic. Once a line of Basic has been typed into the 
computer it is stored in the computer’s memory in ' tokenised 1 
form, that means that the line numbers. Basic commands and 
so on arc all changed into individual bytes in memory. The 
structure of all lines is the same: 

Bytes 1 and 2 are the line number In low byte, high byte 
format linen uinber=(bvtc 1+256"byt c2). 

Byte 3 Is the offset from the memory location of byte 1 to 
the memory location of the start of the next line of Basic. 
Byte 4 is the offset from the memory location of byte 1 Lo 
the start of the next Basie statement. If there are several 
statements on one line the next Basie statement starts 
after ihc first colon. If there Is only one statement on the 
line the next Basie statement starts on tSae next line and 
this offset value is the same as the line offset value. 

After these four bytes the program tokens start. - there Is a 
token for each Basie command and several others with special 
purposes that t will not go Into here. If you wish lo find out 
more there is a good description in the book Du Re Atari. It is 


THE DETAILS 

Line JOOCfO -1 have started at line number 30000 so as lo be 
above most programs without clashing with the line number¬ 
ing of the Typo checksum program which you use to check 
that all the lines you type in are correct. This line initialises 
the variable LINE to zero. LINE will be used to count the 
number of lines in the program being checked. 

Line 30010 finds the address in niemoty of the start ol the 
Basic statement table {STB). This address is stored in low byLc, 
high byte format in memory locations 136 and 137, 

Line 30020 is the start of the outer loop of the subroutine. It 
increments LINE by one on each pass through the loop, thus 
counting the number of lines in the program. The outer loop 
handles the part of the program which deals sequentially with 
lines of the program being analysed, while the inner loop deals 
with the individual Basic statements within each line. 

Line 300-30 - The first action Is to find the line number, NUM, 
from the first two bytes of the line. We do not want to include 
the lines of this subroutine itself, so if the line number is 
30000 (the first line of the subroutine) the loop is exiled by 
going to 30140, thus all line numbers above 30000 will be 
Ignored. 

Line 30040 First OFF is set equal to three, ready to start the 
inner loop. This is the offset from the start of the line to the 
first Basic statement in the line. Tire counter l'or the number of 
statements in the line. STMT is set to xero. 

Line 30050 is Lhe first line of the inner loop. STMT is incre¬ 
mented by one Ebr each pass through Ihc loop to count the 
number of statements in the line. 

Line 30060 - FIRE TBYTE is the address of the start of the 
Basic statement (OFFsct from the start of line address. STBj, 
Line 30070 - looks into F1RSTBYTE to find lhe offset to the 
start of the next Basic statement and changes OFF to this new 
vaiue for use during the next pass through the inner loop. 
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Line 30080 - If the value of OFF Is the same as the value 
stored in STB+2- then the next Basic statement is the first of 
the next line. Hills means that, the last statement of the current 
line has been reached, so the program must cxJL the inner loop 
and go back tn the outer loop at line 30100. 

Line 30090 is the line that completes the inner loop and 
jumps back to 30050. 

Line 30100 - For each line in the program which is being 
analysed this line writes to the screen the line count, the Basic 
line number arid the number of Basic statements In the line. If 
you want a hard copy of this Information and have a printer 
connected, just change the ? to LP. (or LPRJNTL 
Line 30110 is inserted here to stop the printing process 
described in 30100 when the screen is full. Otherwise the 
information will pass down the screen too fast, to he followed 
and can only be stopped with [CONTROL] 1. This line causes a. 
pause every time the line number is a multiple of 22, and then 
waits for a keypress (in the subroutine at line 30160) before 
continuing. 

Line 39120 se ts STB to the new value tbr the beginning of the 
next line of Basic (offset from the previous one by the value in 
the third byte). 

Line 39139 is the end of the outer loop and goes back to 
30020. 

Line 30140 is only reached when the program Jumps out of 
the outer loop in line 30030, It just prints the total number of 
lines in the program. If you change the ”7" to "LP." here as in 
line 30100 above, remember that inverse characters can cause 
problems on a printer ■ on mine they eorne out as italic. 

Finally the KNl) statement separates the main program from 
the keypress subroutine which regular readers will recognise - 
l use It a lot! 


USING THE SUBROUTINE 


To use this subroutine just LIST it to cassette or disk. Load 
up the program you wish to analyze and then ENTER this 
subroutine. Now type GOTO 30000 [RETURNI and the sub¬ 
routine will run. If you want to Just give it a try before going to 
the lengths of analysing a program, you can type in a few 
"dummy 11 lines such asi 


10?:?:?:? 

20 ? : ? :REM etc 


...then GOTO 30000. 


WHAT ABOUT THAT STORY? 


Well, the stOTV l w r as going to write was about my first 
experiments with a modern and telecommunication. It Is an 
area of computing lhat intrigues many people, but it seems to 
he particularly full of jargon, so I thought that my experiences 


KN 

29991 

REM 

H H M. * M H *r* M tb¥, * X K K-M.-M * m HM M M 

HM H.H 

UU 

29992 

REH 

N 

TUTORIAL SUBROUTINES 

W 

PD 

29993 

REM 









EU 

29994 

REK 

n 

BASIC 

LINE ANALYSIS 

4f 

MB 

29996 

REM 

# 


by 

N 

RH 

29996 

REK 

N 

lan 

Finlayson 

* 

PM 

29997 

REM 









NT 

2999* 

REM 

w 

HEM ATARI USER - OCT 

98 * 

KZ 

29999 

REM 

*r* 

MHMUKUm 

HMMM 



NO 33330 LINEAR 

BY 33313 STB = PEEK C1361 FPEEKT137J*2fi6 
FR 38020 LIM£-LXNE*1 

QG 30338 MUM-PEEK C5TBJ + REEK€918+11*258 ! IF 
MUM-33000 THEM 38143 
08 30343 OFF—3 I STMT—3 
HR 33858 9THT=9TMT +1 
UN 33363 EIR5TBVTE=5tO+OFF 
LI 38373 OFF^PEEK tFIftST#YTE> 

DM 33033 IF OFF-PEEK C5TB+2J THEM 301.30 
ON 30393 GOTO 30853 

BJ 38103 ? “LYME "SLIME;* 4 IS 8 "JNUM;" - 
BASIC STMMTS 41 j STMT 

FR 38113 IF CLINE/22> = IMT CLINE7225 THEN G 
0 SLID 30133 

GF 38128 STB — 5T0+PEEKISTB + Z3 
HZ 33133 GOTO 38023 

LT 33140 ? a? * 1 fjfrinlMi < iTTaa 44 j LXNE- l 
¥F 13150 FNP 

ft! 38163 OPEN B1,4,0,"K: M a? "HIT ANY KEY 
FOR HORF' 4 a GET til , KEY : CLOSE ttl : RETURN 


might be of Interest and help to others. The saga is not yet 
complete, however, as the "incredibly good value* modem I 
bought second hand is still in the hands of Pace Micro Tech¬ 
nology awaiting expensive repairs, so I will save the talc for the 
next edition! 

In the meantime if you have problems with any of Lhe sub¬ 
routine articles, or with other Basic programs write with a 
stamped self addressed envelope and I will try to help. I cannot 
help with assembler or machine code, and I will probably not 
reply if you don’t supply the return postage ... for the rest of 
you my address is 

Ian Finlayson, 60 Roundstone Crescent ;* 
East Preston, West Sussex, BNJ 6 1DQ 
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I n 1983. while 1 was recuperating 
from an operation, a friend lent me 
his Atari and a game called Zork i by 
Infocom, He wanted me to try and map 
the maze lor him! 

I loaded it tip and was greeted by those 
immortal words: 

"West of House. 

You ate standing in an ppenjkiri west of 
a white house, with a boarded front door, 
There is a small mailbox here ." 

I soon found the elvish sword, the bat 
tery-powered brass lantern and the trap 
door; killed the troll: and entered the 
Maze; 

"This is port of a maze of twisty Uttle 
passages, ail alike," 

I later learned that Growth er and Woods 
had designed the first maze in the origin 
al Adventure in 1976: 'You are in a maze 
of twisty Ultle passages, all alike" was the 
original version I hey have a lot to 
answer fori 

I nfocom’s maze: was slightly more dif¬ 
ficult as the Thief wanders around 
picking up some of the Items you 
use to mark the rooms! I bis sort of In¬ 
novation was to be Infocom's hallmark 
over the years. 

] eventually finished Zork I and was 
delighted to discover from the ad built 
into the end of tire game that there was a 
Zork II - I was hooked. I have now com¬ 
pleted 32 of Infocom’s interactive Novels 
(they are far too good to be just called 
Text Adventures) and sadly, once I have 
done the last three which are waiting on 
my shelf, that will be the END! For, alas, 
Infocom no longer exists! 

I n 1986 Activision [now Mediagenic) 
bought Inforom, but never managed 
to make any profit out of it, despite 
introducing graphics (Zork Zero, Shogun, 
Arthur) and mouse driven adventures 
[Journey], and putting the Infocom logo 
on RPGs written by other software 



1980-1990 



houses (BatticTech and Quarterstaffi, in 
1989 Mediagenic moved Infocom from 
Massachusetts to California, taking with 
them only a token stall'. None of the ori¬ 
ginal founders nor any of the subsequent 
big-name writers went with them. That 
was effectively the end of Inforom as we 
knew and loved It. 

Wow Mediagenic have formally written 
off Infocom fur a paltry 89 million! 
Mediagenic still own the name so it will 
appear on future products such as the 
imminent Circuit’s Edge, but even the 
logo has been changed - the real Infocom 
is gone forever! 


I think Steve Meretzky. the really 
weird one - who brought us gems 
tike The Hitchhiker's Guide Lo the 
Galaxy, The Leather Goddesses of Pho- 
bos and the he Leather Goddesses of 
Phobos and the unforgettable robot, 

Floyd, in Planet fa II and Stationfall, knew 
it was the end when he wrote Zork Zero. 

It is a little disjointed in places where he 
throws in lots of traditional puzzles as 
though lie just wants to squeeze them all 
In before ihe end, and It comes full circle 
- rounding everything off nicely by ending 
with the creation of that White House 
which started it all off- 
What went wrong? I don'L know - Zork I 
is reputed to have sold a million copies 
and lias been referred to as the world’s 
best-selling entertainment software pro¬ 
duct [N. 13, This was a few years ago 
these days a new Nintendo Mario Bros 
can shift 7 million cartridges!}: Infocom 
have always been hailed as the absolute 
best in the world of text adventures; In 
(he mid-eighties they were producing an 
average of five new games a year, indud 
ing the amazing Hitchhiker’s Guide to 
the Galaxy. 

Didn't we buy enough of them? Was 
there too much competition from new¬ 
comers like Magnetic Scrolls? Had they 
done everything that was worth doing in 
that, style of game? I don’t su ppose we 
will ever know! 

till, it was good while it lasted, and 
1 suspect most of you have rather 
more to look forward to than 1 
have as you probably haven’t played 
them all yet! But, don't wait too long, 
stocks won’t last forever and they may 
never be reprinted now. 
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THE COMPLETE INFOCOM DISKOGRAPHY 


I nfocom always excelled an their 

packaging - early Janies came in the 
most amazing boxes Deadline was 
jusl like a police file, Suspended was 
enormous as it contained a full size mask 
of a fare staring out at you (the eyes 
followed you around the shop until you 
broke down and bought it!), and Star- 
cross came in a flying saucer shaped box! 
Sadly these are all now r repackaged to the 
standard book size, but the contents are 
still as good as ever, with maps, news¬ 
papers, matchboxes, balloons, peril-sen¬ 
sitive sunglasses, scratch 11 sniff pads, to 
name but a few! 

A full list of Infocom s adventures is 
given in the box. (Plus four sets of three, 
packaged at bargain prices: The Zbrk 
Trilogy, The Enchanter Trilogy, The SF 
Classics, and the Classic Mystery Library 
- get them if you cant] 

There were four Infocom books pub 
lisficd by Puffin in 1983. in die Endless 
Quest/Fighting Fantasy style: 

Zork 1 i The Forces of Krill 
Zork 2: The Malifestro Quest 
Zork 3: The Cavern of Doom 
Zork 4: The Conquesl of Quendor 


all by Steve Meretzky, but I doubt if they 
are still available. 

Infocom also published [not listed) the 
two BattleTecb games by Westwood 
Associates (ST only), a graphics strategy 
game called FQOBLITZKY |XL only) and a 
relational database system called Corner 
stone (neither of which appear to have 
been very successful), plus a range of 
Infocomlcs - computerised comic books 
produced in conjunction with Tom Syri¬ 
der Product ions [I have ZorkQuest, Lane 
Mastodon and Gamma Force for the IBM 
- they never came out on any Atari), 

A nd of course the Invisiclues for 
another £10 you can buy clues 
and maps to help you solve the 
more tortuous problems! Not so easy to 
get on this side of the Atlantic was the 
Infocom magazine New Zork Times tlaler 
Status Line) - free wilb any game In the 

continued on page 30 


Title 


FANTASY 


Code Year Level XL ST Author 


Wishbringer 

ZO 

S5 

i 

Y 

Y 

BM 

Zork 1 

Z1 

80 

S 

Y 

Y 

MB+DL+ 

Zork II 

Z2 

31 

A 

Y 

V 

MB+DL+ 

Zork m 

Z3 

82 

A 

Y 

Y 

MB+DL 

Enchanter 

Z4 

83 

S 

Y 

Y 

MB+DL 

Sorcerer 

Z5 

84 

A 

Y 

Y 

SM 

Spell breaker 

Z6 

85 

E 

Y 

Y 

DL 

Trinity 

Z7 

88 

S 

N 

Y 

BM 

Beyond Zork 

ze 

8? 


N 

Y 

BM 

ZorkZero 

Z9 

89 


N 

N 

SM 

SCIENCE FICTION 







Stare ross 

SI 

82 

E 

Y 

Y 

DL 

Suspended 

S2 

83 

E 

Y 

Y 

MSB 

Plane tf all 

S3 

83 

S 

Y 

Y 

SM 

H H G to the Galaxy 

S4 

84 

S 

Y 

Y 

SM+DA 

A Mind Forever Voyaging 

S5 

85 

A 

N 

Y 

SM 

Stati onfall 

S6 

87 


Y 

Y 

SM 

TALES OF ADVENTURE 






Infidel 

A1 

83 

A 

Y 

¥ 

MSB 

Sea stalker 

K1 

84 

1 

Y 

Y 

SG+JL 

Cutthroats 

A3 

84 

S 

Y 

Y 

MSB+JW 

Hollywood Hijinx 

A4 

86 

S 

Y 

Y 

HDA 

Shogun 

AS 

89 


N 

N 

DL+JC 

MYSTERY 







Deadline 

Ml 

82 

E 

Y 

Y 

MB 

Witness 

M2 

83 

S 

Y 

Y 

SG 

Suspect 

M3 

84 

A 

Y 

Y 

OL 

Ballyhoo 

M4 

36 

S 

Y 

Y 

JO 

Moonmist 

M5 

86 

1 

Y 

Y 

SG+JL 

COMEDY 







Leather Goddesses 

Cl 

88 

S 

Y 

Y 

SM 

Bureaucracy 

02 

87 


M 

Y 

DA+Fred 

Word ft Bert* 

C3 

87 


N 

Y 

JO 

OTHER 







Lurking Horror 

HI 

87 


Y 

Y 

DL 

Plundered Hearts 

R1 

87 


N 

Y 

AB 

Border Zone 

El 

88 


N 

N 

MB 

Sherlock 


38 


N 

N 

BB 

Journey 

J1 

39 


N 

N 

MB 

Qnarterataff 


39 


N 

N 

SS+KU 

Arthur 

LI 

39 


N 

N 

BB 


Full title: Nord 4 Bert Couldn t Make Head or Tail of It 


LEVEL 

I - Introductory 
S * Standard 
A - Advanced 
£ - Export 


AUTHORS 

AB - Amy Briggs 

BB - Boh Bates 

BM - Brian Moriarty 

DA - Douglas Adams 

DL - Dave Lebllng 

Fred - W.E.B, aFredA Morgan 

HDA - oHollywoodA 

Dave Anderson 

JC * Janies Clavell 


JL - Jim Lawfence 
JO - Jeff O Weill 
JW - Jerry Wo (per 
KU - Ken Updike 
MB - Marc Blank 
MSB - Michael S. Berlyn 
SG - Stu Galley 
SM - Steve Meretzky 
S$ - Scott Schmitz 
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All 1 itles Shown are lor the Atari SI VVe also supply Hard 
and Software for the 8-Hit. - Please send an AS SAL for 
reviews and more information ■ Please spccib SI or B-Bit, 

Siiptriiird £24,^5 

“ •to f.vi'cikot Prwgnm*- "Vlt> Kjsv tn ««*“, "Fast". 

* linH.tptB.wbk~. "Sfmutd hr rJt f.VfOOBrS ( nlSrclim/'. 

"Grvzi I'iliH?". i i". - Vh» 4 lari l w ■ J^up JJ 

B.Spe ll £ 14 .95 Age 5-3 

"firm Class " - 44 -urr r Wr H Vlf) , 1 -f^JTi'J^r Wa^r. 

PlavS pell £ 14.9 5 Age 7 + 

~1 L'iHoef rccwrji'JTi'nrf Piji> Spelt t‘flt>ut:h Of A L!m; 

Maths £14.95 Age 58 

^Kasiff iht flr-.r of the Buach"-ST Format April IW, 

Also A v ailable 

asprff Cunftiicfwfi sn r*r 

daia rfjsc-f fiiivSs arid Ajrfm?^- eaeft. 

Afcll- rnsv FSJCf fJJ.V.f. ft.fldv: I £MM 
fftfj*- flpi/jT« ftf. Pi. Jump Jari fiW. 

RWaix Pemn Disc include R.Spdl, PlavSpell, tE.Ruse 
for onl^ O.&G, Full refund un return of beniti Disc * 

All [if.cr;, ka rlndt' Y\l and F +£ Llirnun tiiCJbk La 1 5 . 1 5 ? Lth 


r 


,2x 

A 


E 

y 


11 and Super Card 
ith first purchase. 

t ontn ala Sj stilus. 


Access Visa ami Aiurririni Impress Acecpdci. 

JC 


B.Ware Software 2 

_ __ -r-- ■ •' ‘TT^ 


c/o B.Bytes Computer Systems 

fO Si) uthfir Id Road, tit nek fry. fefetstersbirr r 
LEW tUA , fet mSS) 6f3377 9-5 Mon-Sat 



ATARI 8 BIT SPARES AND REPAIRS 
FOR MOST ATARI 8 BITS 

GENUINE ATARI 5 J4 " BLANK DISKS 
• Packs of FIVE £1.50 
ATARIWRITER 2 PLUS - Disk based word 
processor complete with spellchecker £12.00 
VISICALC Spreadsheet complete wild FREE demo disk 


3 TAPE GAMES PACK 


S ter Raiders, Asteroids, Missile 
Command, Centipede, Air Strike 2, 
Savage Pond, Cloak of Death, Leap - 
t?r. Quest for Eternity, Tennis, Chop 
Suey, Football, Basketball, Chess 


ALL FOR 
ONLY £4! 


Learn how to use your 
Atari 8-bit with 
INVITATION TO 
PROGRAMMING 
FIVE sound tapes with full 
documentation covering 
Graphics, Sound, Peeks f 
Pokes etc. £4.50 




2 DISK PACK 


Home Filing Manager, Pay 
Off Adventure, Atari 
Graphics Demo Cl .50 


BARNYARD BLASTER (ROM) 
Farmyard target practice for 
XL'XE only 

works with ATARI LIGHT GUM 

£5.00 


Telephone 

Derek Fern 

for other details 
and price list 


SEE ME AT AMS4 


021 353 5730 


INFOCON continued 


Stales - l never managed to get one at all! 

It all began in 1977 at MIT. when 
Timothy A. Anderson, Marc S, Blank, 
Brace K. Daniels, and P. David Lebling 
created the first mainframe version of 
Zork to prove that they could do beiter 
ihan Crowther and Woods. The game 
grew over the years and In 1980 Infocom. 
was scl up and Zork rewritten and ex¬ 
panded to form Zork 1, II and 111, Because 
the games were all written in Z1L (Zork 
Implementation Language) and only used 
text (no fancy graphics or sounds to 
worry about) the games were easily port¬ 
able to other machines simply by produc¬ 
ing a new version of ZIL for each 
machine. Infocom adventures soon be 
came available on virtually every Amer 
lean Micro which had a dtskcLte drive 
and enough memory, 

A sihc company grew they expan¬ 
ded from pure Fantasy into 
Murder Mysteries, Science Fic¬ 
tion. and straight Tales of Adventure, en 
hanclng the basic system all the time to 
make the games more and more realistic 
both in I heir game pi ay and alao 111 the 
richness of their descriptions, atmos 


phcrc and humour, They started grading 
the games according to difficulty buL 
this was obviously not a good Idea as it 
was dropped only a year later [Hollywood 
Hijtnx was the last to be coded the box 
in the adverts said Standard, bul the 
actual game box did not!). 

A Mind Forever Voyaging, In 1985, was 
the firsi disappointment for the 8-blt 
Atari user - Infocom had finally decided 
to start taking advantage of enhance¬ 
ments in technology and it needed 128K, 
Trini ty and Bureaucracy went the same 
way, and Stationfall in 1987 was the last 
8-bit Infocom game. "Hie ST was well 
supported initially, with all the existing 
games being converted to it as soon as ii 
appeared: bul 1988 was the end oi the 
road for it too. With the Americans not 
perceiving the ST as a big enough mar 
ket, the last we got was an extremely late 
Beyond Zork. Now. the chance of any 
Atari owner ever being able Lo play Zork 
Zero is. I am afraid, zero] 

Thanks Dave, Marc, Timothy, Bruce, 
Brian, Steve. Michael. Stu, and all the 
rest, and all the people behind the scenes 
at Infocom as well. 

It was the best. 




Ndd and Bert 
Coukin’i Make 
HeadorTa 8 oflt 


m 
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Meet 

PAGE 6, BUG, ATARI User Groups 

8 BIT and ST Support 

at the 

FOURTH ALTERNATIVE MICRO SHOW 

and 

RADIO RALLY 



DATE 

SATURDAY 10th NOVEMBER 1990 

TIME 

10.00 am - 5.00 pm 

VENUE 

BINGLEY HALL, STAFFORD SHOW GROUND 

STAFFORD 

Everything for the computer enthusiast 

from ORICs to PCs 
All machines catered for 

FACILITIES INCLUDE - 

★ BAR ★ RESTAURANT ★ FREE PARKING ★ 

★ ELECTRONIC BRING & BUY SALE ★ 

Organised by 

SHARWARD SERVICES, ENTERPRISE HOUSE, UNIT 15, RIVERSIDE INDUSTRIAL PARK, 

WHERSTEAD ROAD, IPSWICH, SUFFOLK IP2 8JX 
Tel: 0473 602460 FAX: 0473 602410 









XL/XE UTILITY 


“LISTING FORMATTER 


I wrote the original list formatter over 3 years ago, it was 
written to Lake a BASIC program typed in from a magazine 
or one of my own, arid produce a formatted listing of it - a 
listing Which would be easy to understand. The ultimate aim 
was to obtain enough information about a program to be able 
modify it, 

! recently had cause to use the program again and it was at 
this time that I decided to tidy the program up, restructure it 
(to be easily modified at a later date] and speed it up, the 

original was very slow! 

"The program performs a number ol tasks: 

- It Tight justifies eac h line number and makes sure that 
only line number are in the first 5 columns, 

- All riiultl statement lines are broken up so that each 
statement occupies a single line, 

- The statements which follow the THEN in a If" THEN 
structure are placed on subsequent lines, indented by 3 
columns. If the THEN is only followed by a number then a 
GOTO is inserted before the number. 

The contents of a FOR- NEXT loop are also Indented by 3 
columns for clarity. 

- All operators are padded out with a single space before 
and after them, 

- Ml control characters, In string constants, are replaced by 
a default character, CHR$(1261 (printed as "" by non-Man 
printers) and all inverse characters are converted to llielr 
normal form. 

The last two actions are optional. Changing the variable PAD 
in line 350 to FALSE wilt prevent operator padding from being 
performed. Changing USE DEE in line 540 Lo FALSE will pre¬ 
vent the replacement of control characters (if the output is to 
be sent to an Atari printer, this should be set to FALSE). The 
number of columns by which each line is indented is deter¬ 
mined by the variable' INDENT, INDENT is defined In line 580 
and can be changed to any value from 0 (for no indenting) to a 
value less than the maximum width ol the output lines. 

Note: die formatter produces a slightly confusing output with 

die following ivpe ol inputt 

1040 FOR A=1 TO IDO : IF A<£ THEN S=£+Q : NEXT 

A;GOTO 2 900 

The formatter will produce: 

1040 FOR A - 1 TO 100 
IF A < S THEN 
S - S ■+ Q 
NEXT A 
GOTO 2900 

but how else could you format, such a terrible program struc¬ 
ture! 

ENTERING THE PROGRAM 

When typing the program In all REMs can be omitted Lo 
reduce the size of die program. The program is only written to 
handle Atari BASIC, but it could be extended to handle Turbo 
BASIC. The only major problem would be with handling the 


P. Abbot’s utility mill help 
you understand and 
analyse program listings 


IF-ELSE EM DIF structure, which would have to be treated in 
the same manner as a loop. This would be different from the 
way the formatter currently handles IF-THEN structures, ii the 
formatter is to he mil on an Atari 400 or 800 then die address 
(735) In line 750 should be changed to 80. 

THE PROGRAM’S USE 

The formatter can run on any Atari 8 bit computer 
(400-130XE) with Atari BASIC. If you wish to get a hard copy 
of the formatted program you will need a printer, either an 
Atari or a non-Atari printer will do. 

To format a program first load the program you wish to 
format into the computer, then LIST it out lo either a disk file 

or a cassette 

e.g. LIST D:PROG.LST' 
or LIST "C:" 

If you are using Turbo BASIC Lo list the program, first switch 
off Turbo BASICS automatic line indentation, by typing ’ *L . 
Once a listing of the program has been generated, then the 
formatter should be loaded and run. The first prompt is for the 
file name/device to which the program to be formatted has 
been saved, The response should be of the form: 

ILPROG-l-ST 

(if no device is specified then IT is presumed] 

At the second prompt the destination should beenteted 

in a similar manner 

P; [don’t use Pll or P2:) 
or D2:PROG.FMT 
orC: 

if you are loading a listing from cassette then you can't save 
the formatted listing back to cassette. This is because the 
formatter does not buffer either its input or its output. 

The commonest output device will be the printer, to gel a 
permanent copy of the formatted program. For this reason the 
third prompt, "line length", has a default of 80. If you wish to 
accept this default then simply press RETURN, but any value 
could be entered in the normal manner. 

The speed of the program’s operation is partially determined 
by the I/O device being used, cassettes are slower than disks. ( 
have used the formatter to format a listing of itself (with RE Ms) 
In just over 5 minutes (lust over 2 minutes with I urbo BASIC). 
This is taking the input from a disk and the output going to 
the screen. The declaration of variables is performed In a 
subroutine at ihc end of the program, the reason for this is 
speed. Originally the declaration code was at the beginning of 
the program but after moving it into a subroutine at the end of 
the program, 1 noticed a halving in the execution lime. 
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BA 2 RFM » PROGRAM FORMATTFH * 

LR 3 HIH * bt| M 

rc 4 »#:« * p, Abbot * 

PC 5 REM * --* 

OZ 6 REM * NFW fllflRI 11 'if R OCTOBER 1 90 * 

NN & REM 


SG IB GOSIIB 47P 
BA il RFM 

VC 12 tit M MATH LOOP 
BE 13 RFM 

JK 2(J input OINST,LINES!L=LENCLINES!:P=N1 
! L INESCL + NO -" *' 

Fi so p .ptHi : if lines up, pi<>" ,r them 30 

IZ 40 TEMP-P;P-P^M1;IF TEMP<N6 THEM PRINT 
BOUTS T ; SPACES(TEMP,N5J ; 

GT 50 IF | TOES CP, P^H35 - ‘"ME KT " OHO fNI>ND 
THEM FNI-FNI-Hi i IML-IHL-INftEWT:WlDTH=W 
IDTM+INDENT 

KH OB PRINT BOUT ST)LINES CN t. TEMPI; i LP = P 3 H 
OP AO -MO ! IF FMI>HO THEM PRINT B0tfT5T;5F 
ACEf (Ml, I N L. I ; 

VW 70 IP l JNFS CP, P + N35 <>"WEM " THEM 128 
RM 88 TEMPER 

CG 90 IF P-LP+HQFAIXWIDTH AMD P<-L THEM P 
- P + N1 1 GOTO 90 

GO 100 IF P<-L THEN PRINT HfiUTST|LINES(FC 
HP ,P - Nil IPRINT BOUTBT;SPACES<K1,H6+INL 
I;!LP-P:MOPAD^NO;GOTO 00 
OR 110 PRINT NOUTST J LINE S I TEMP j P> ! &DTO 20 
IQ 120 IF p-LP+tt0POD>=HIDTH THEN PRINT ttft 
HIST ' LP-P 7 MOPAO-NO i PRINT ttOU TST i SPACE? 
CHI,H6+ZNL1 ; 

OG 1,30 IF LINES CP,P3 OQUOTES THEN 2 30 
CM 140 T£MP=P:IF MOT UBEDEF THEN 170 
MB I&B IF LINESCP+H1,P+Nil>="■" THEM LINE 
S CP + W1 , P + Nll = C«»S CASC CLINtStP+Nl, P + Nl J 
3-1283 

AT 16ft IF LINFS fP + Nl , P + M13 " OR LINES CP 

+ H1, PFMI13 >“(» THEN LINE S CP+M1 , P + H13 = DE 
F G HRS 

RM 176 P = p + H1:1F P<L AND LINEB (P,P> <> QUQT 
FS AND CP-LP+NOPAD3 <HIDTH THEN ON U BEA 
EF+N1 GOTO 170,150 

OB 180 IF LINe£CP,P)=QUOTE$ AMD p-LP+NOPQ 
D (WIDTH THEM 220 

TO 190 PRINT BOUTSTJLINESCTEHP,P-N1JJLP-P 
3 M 0 PAD —NO 

C£ 200 IF LINES (P-M3 , P-N13 OoUDTES THEN P 
PINT B0UT5T;SPACES CHI,N6+INL1 ; 3TEMP-P: 
ON USEDEF+Nl GOTO 170,150 
UQ 210 P=P+N1iGOTO 230 

PB 226 PRINT BOUT ST;LINES CTEMP,PI J iP-PFWi 
C5 Z 30 IF LINESCP,PJ 0**1" THEN 270 
OZ 240 IF LINES IP + N1 , P + H53 - "NEXT p ‘ AND F H 
1>B THEN FMI-FHI-N1!INL“INL _ INDENT;MID 
TH=HIDTH+INDENT 

tfC 250 PRINT H0UT5T 3 PRINT BOUTST ; SPACES CN 
1,N6+IML3 » 3 P=P+N13 NOPAD=NOiLP = P 3 IF FLA 
G THEN MIDTH=HIDTH INDENT 3 FLAG-FALSE 
RH 200 GOTO 70 

BH 2 70 IF LINES CP, P + W3S “* 4 F0R " THEN FNI = F 
NI+N1iINL-im+INDENT;Fl. AG-TRUE 
SG 280 IF LINES CP, P + N4>““NEKT " AND FNI>N 
0 THEN FNI = F«I-N13INL-INL-INDENT 3FLAG = 
TRUE 

ZM 290 IF P<N4 THEN 340 

ID 300 IF LINES CP “N3, P + HSiJ <> M THEN THEN 
340 

FU 310 INL-IliL + INDENT r PRINT B0UT5T ? '"N"7 P- 
P + NZ 7 MOPAD~MftJLP-P3 MIDTH=WXDTH-INDENT 3 
PRINT BOUTSTiSPACESCN1,NR+INLJ; 

OM 320 *F LINES CP, PJ>--0-* AND LINES CP, P>( 
THEK print B0UT5T J "GOTO 
NZ 330 GOTO 430 

It 340 IF P=L OR LINE$<P,P1>QUE5TS OR NO 
T PAD THEN 420 

RU 350 TS = LIN£S CP, P + Nli : IF TS-"0" OR t$ = 
"<-•* OR T$= M >=“ THEN p-P + Nl : KOTO 38fl 



MW 380 IS CM23 = ,,M i IF TS= M t“ OR T$r"*" OR T 
S-'V" OR TS=^-” OR T S— l * <■• OR T5-">" Th 
h N 380 

Fl> 3 70 If ISO" " Oft LINES IP Ml, P NI1- ,, = M 
THEN 420 

IB 380 IF P-LP + N0PA£> + N2<HIDTH THEN PRINT 
BOUTS T; 11 "ITS; 1 ' ; P=P + H1 : MCPAD-NOPADt 

N23GOTO 430 

GO 390 NAMFS-'^ " S NAMES C N2 J ~ TS : NAME £ CLEN < T 

S3 + M2)-.TEMP-WIDTH- £P LPTNOPADJ 3 PRT 

ki nun r5 r ;name £ cni,tempi:hopad=N0:p=p+ 
Ml 

BK 400 LP = P7PRINT OOtfTSI ; SPACES CN1 ,N6 + TNL 
l ;NAMES(TEHP4N1) ) :IT TEMPINI<-LENCMA ME 
S) THE N NfJP AD — H 1 
MW 410 GOTO 430 

TJ 420 PRINT B0UT5T;LINES IP, P3 J 3P-P + Nl 
ZW 430 IF P<-t THEN 120 
KK 4441 PRINT BOUT SI 

Fft 4bO INL-FHIMINDENT7HIDTH-DHIDTH-INL3FL 
AG-FALSE 
CJB 480 GOTO 2» 

PE 461 REM 

AJ 462 REM INITIALISE PROGRAM 

RK 463 REM 

PZ 470 TRAP 780 

RG 471 REM 

RB 472 REM CONSTANTS 

RM 473 REM 

KU 480 HO —0:N1—1 :N2 —2;N3—3:N4 —4 3M 5-5:N6-6 

u 490 dim spaces izDi; spaces-** 

mm 

BA 50ft DIM QUOTES(MISiQUOTES=CHRSC341 
DH S10 Q1M QtJEStSfNU j£IUESTS = "?** 

TB 520 DIM DFFCHffS IH13 ;DEFCMttS-CHRSC1265 
UL 530 TRUE-N13FALBE-N0 

DM 54ft USEDEF^TRUE!REM USE DEFAULT CHAR? 
GU 550 PflD-TRUE3 REM PAD OUT OPERATORS? 

PN 580 I MST-M1|REM INPUT STREAM 
HA 570 0UTST=N2:R£M OUTPUT STREAM 
NS 580 IHDENT-N3- REM HO.SPACES TO INDENT 
RJ 581 REM 
RM 582 REM 

AC 590 DIM LINESC2003,NAMESC20J,TSC2) 

DW 80ft F-NO 3 L=NO ;fNI=NO:INL“HP; FLAG-FALSE 
iNOPAD-H0 

RK 610 PRINT "N+Source file >";:lNPllt B16 
* LINES 3 IF LINES- ,,M THEN 610 
MJ 628 NAMES-LIMES ; IF LEN CKAHES3 “Hi THEN 
NAMES = ir D r ** 3 NAMES CN3> = LINES 
FH &30 IF NAMES CR2, N23 =" 3 ,p THEN 66fl 
LIB 640 IF LEfi (NAMES) > -N3 THEN IF NAMES CH3 

.. THEN 666 

BF 650 N AME S— >f D 3 “ : NAME 5 CN33 -LINE £ 

PI 666 OPEN BINST,N4,N0 p WANTS 
KA 670 PRINT ‘^Destination > p *?7lNPllT BID, 
LINES; IF LINES -* ppl THEN 670 
MV 600 NAMFS“LINFS3 IF LEN CNAMFS}-Ml THEN 
flAMES = ,p D : M 3 NAMES CN33 =LINES 

CN 690 IF NAMES CN2, ... THEN 720 

NN 700 IF LENCHAMES3>=N3 THEN IF NAMES CN3 
,*31=":*' THEN 720 
AY 71ft NAMES = “D7”7 NAMESCH33=LINES 
AJ 720 PRINT p, 4Line Wi dth> S0F + " T ; i INPUT «1 
6 1 LINES 3 IF LINES = pp,p OR L INfS CN1, Mil <“0 
pp OR LINES CN1, Nil > J, 9 P ' THEN 720 


ND 

710 

OPEN BOlil ST, 8 , N0 , NAMES 


HT 

740 

DUIDTH-UAL CLIHCS3 -N6 


HE 

750 

4 H6 

IF LINES="P3 PP THEN POKE 735, 

&WIDTH 

Nil 

760 

HIDTH-DMIDTH 


ZR 

7 79 

RETURN 


P4 

771 

REM 


RM 

772 

REM 


GK 

773 

REM ERROR HANDLE 


ns 

774 

HEM 


GO 

780 

IF PEEKC1953O136 THEN PRINT 

! PRIH 


T "Error "; PEEK C1953 ; ,r at line " 
1861+PEEKC187J»2S6 

iPFfKC 

nu 

790 

CLOSE BINSTiCLOSE BDUTST 

• 
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PROJECTS 



A s you may be aware, E recently recorded an audio 

cassette lot Page 6 called World of Computer Music 
Making. The cost, of producing this In a professional 
studio was prohibitive, so like many other music enthusiasts I 
set up a small recording studio at home and did the whole job 
there. This meant I had to get involved til ah aspects of 
recording music generated by my Atari 8-bit and SI machines, 
both from their internal sound chips and via MIDI. Co inciden¬ 
tally. a number of readers have recently contacted me express¬ 
ing an interest in this topic, so it now seems appropriate to 
write an article or two about the lessons I learned. Perhaps It 
can save you some hassle If you want to record your own 
music on tape for posterity, or perhaps Just to make IE more 
convenient to listen to. 

Although the Music Making tape Is MIDI oriented it also 
includes sections cm using the XL/XE and STs internal sound 
chip. I soon discovered It’s not as easy as you'd think to 
produce decenl quality recordings of chip sound. You can’t 
just stick a microphone in front o! the TY/monitor s louds¬ 
peaker and press the record button. The results are dreadful, 
owing to the dire quality of the audio systems in most TVs and 
monitors. Also, the microphone will pick up all soils of back¬ 
ground sounds to further degrade recording quality. For best 
results you need to'inject the rhip sound directly Into the 
recorder's line inputs, completely bypassing the T^Vmonitor 
audio system. 

But how do you get at the audio signal? Well, the XL/XE 
machines have a ^LSO degree 5-pin DIN socket to allow the 
connection of a proper video monitor. One of Its pins carries 
the required audio signal, and you can use It even if you don't 
have a video monitor. It can be fed directly into a cassette 
recorder’s line input or even to the Aux. (auxiliary] input on a 
hi-fi amplifier. To tap this signal you need to make up a 
suitable cable to connect that monitor socket to the appropri¬ 
ate amplifier or recorder inputs. ! used this method to record 
my laOXE's sound chip playing'Twelfth Street Rag" on die 
Music Making cassette, and I must admitiL produced highly 
acceptable results. 

The sound output from the monitor socket comes from a 
single pin and is therefore only single channel (monophonic) 
sound. Most, people want to record onto a stereo cassette 
recorder of some description and this usually requires two 
channel Input. You can provide It. by using a twin cable to split 
the computer's sound output into two and then feed each pan 
into its own input channel on the 1 recorder. You re unlikely to 
find such a cable ready-made in the shops, but you can build 
your own for about £3, 

I’m always in Favour of making life easier, so 
instead of building the cable from scratch you 
can modify a standard cable, as this saves 
some of the soldering work. So, go to your local 
electronic components store and buy a 180 
degree 5-pin DIN plug and a hi-fi connection 
cable that lias two phono plugs on one end 


MAKE 

YOUR 

OWN 

CABLE 



John S Davison explains 
how to record top quality 
sound directly from your 
XL/XE or ST 


and two bare wires at the other. If you can't obtain such a 
cable, get one with two phono plugs at each end instead - 
possibly the most common hi-fi cable around! Your local 
Tandy store is probably the best bet for buying these, and 
should be able to help if you're unsure what you need. 

Moat hi-fi equipment uses RCA phono plugs for its inputs and 
outputs, so I'm assuming that's what your cassette recorder 
and amplifier have. If it uses something different then you’ll 
have to modify these instructions to fake your particular re¬ 
quirements into account. 

Having obtained the parts, you now have to solder up the 
appropriate connections. Tills needs care, as DIM plugs aren 1 
the easiest things to work with. I know many of you have never 
attempfed anything like this before, so here’s a step-by-step 
guide to how it's done, 

SAFETY NOTE don't attempt making this cable yourself 
unless you know how to safely use a soldering iron. If in doubt 
get someone uuth the right level of skill to cfo the job for you. 


STEP I. Disassemble the DIN plug, ft usually consists o f four 
puns; two metal ha!/body shells; a circular insulator holding 
the five pins; and a plastic couer mftUch pashes onto the back of 
the plug, holding everything together. 

STEP 2. You'll make (he soldering Job easier if you clamp the 
circular insulator gently In a vice, so it's held with the back end 
of the pins facing upiuards toma/ils you, oriented as shoton to 
Figure L 

STEP 3 , If you have a cable with two phono plugs at each end 
then cut the plugs off one end and discard them so t/ou can 
attach the DIN plug in their place. Cut the cable dose to the 
plugs so qoLt’re left with two short "tails of wire. 

STEP 4, You should find the cable is of the shielded variety, 
so each of the two mire "tails" consists of an outer fine multi- 
strand wire shielding and an inner signal conductor, also qffine 
multi-strand wire . Carefully s trip about half an inch of the outer 
plastic sheathing off the end of each Wire tail to expose the 
underlying shielding wire. Pull all the strands from both wires 
to one side and tmlst them tightly together to make a single 
shielding Wire] or soldering. This should expose J he tieo central 
signal conductors in their plastic sheathing. 
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STEP 5. Then very carefully strip about n quarter inch section 
of the sfioathEritjf off each of the central skjrjal conductors to 
expose the multi strand wires inside. Twist the strands of both 
Signal wires tightly together (0 make a Single signal wire for 
soldering. 

STEP 6, "7 in" the ends of the two wires by immersing each for 
a Jew seconds in molten solder an (ha ftp of the soldering (ran. 

STEP 7. Thread ihc DIN plug's plastic rarer an (a (ha coble - 
before i^on start attaching the plugl 

STEPS. Now far the difficult bit. soldering the wires onto the 
pins in (ha back of the circular insulator. First solder the 
shielding tutra to pin 2. (ha micfdiapiri of the five. Then solder 
(ha signal conductor to pin 3. the one on the Jar left in Fit/urc J. 
Ideally, (you should Insert the tip of the wire into the end of the 
pin and .flow molten solder down around it. Whenever l try this 
the wire a (ways seams too thick to Jit into the pin. so I usually 
end up soldering it to (ha outside of the pin Instead! This is OK 
as long as i/'s FIRMLY attached to the pin . Also, don't usa (on 
much solder, or you'll end t ip with a solder bridge'’ between 
two pins, shorting themouL 

STEP S. Remove the circular insulator from the vice, and 
press tha (iua metal hay shells hack into place around it. One 
half shell usually has a cable clamp, so place the cable in this 
and hand the clamp’s ends ooar to grip it Finally, push the 
plastic cover .firmly over the metal body shells to lock everything 
in place. The cable fs no uj readyjor usa. 


To use the cable, insert the DIN plug Into (he XL/XE's 
monitor socket, and the two phono pings inio the left and right 
channel line inputs of your cassette recorder. If you’re using a 
mono recorder just use one of the plugs. Now boot up a 
program that plays music on the computer and you should 
now find you can record it. 

You can also plug the cable Into the Aux input on your hi-fi 
amplifier, and hear that 8 -bit sound as you’ve never heard it 
bcforel If there's no Anx Input on your amplifier you could try 
other high level inputs, such as CD or Tuner, l suggest you 
tum the volume control io minimum and switch off the ampli¬ 
fier before plugging and unplugging the rabies though. Just to 
be on the safe side. If your cassette recorder is also connected 
Lo the amplifier you should now be able to make recordings 
from the computer as from any other source. 

RECORDING THE 
ST’S SOUND CHIP 


STE owners are lucky, as their machines already have audio 
output sockets for direct connection to amplifiers and reror 
ders. Other ST users should be able to employ exactly the 
same principle used with the XL/XE to record the STs sound 
chip, The only snag is, the ST uses a special 13-pin DIN plug 
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Figure / - XL/XE Monitor Socket Connections 
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Figure 2 - 

ST Monitor Socket Connections 


Note - the diagrams are from the external 
socket view. Le. the same view you get when 
soldering the wires into the betek of the plug 


for Its monitor connection, and these arc much harder to find 
than the XL/XE’s 5-pin variety, However, I've recently seen 
them advertised by Swltchsoft of Darlington (phone 
0325 4 H 2454) for £3.50, so call them if you want one. Switch- 
soft also sell a ready marie lead with the ST monitor plug oil 
tine end and two phono plugs on the other for Just £9.95. I 
haven't tried one, but it sounds like a great idea if you can’t 
face the hassle of making your own. 

II you do want to make your own. refer to Figure '2 for the pin 
connections on the STs monitor plug. Then follow the steps 
described lor making the XL/XE plug, but use the ST pi tig's 
pin connections instead. 

3 actually used a different method when recording the ST 
sound chip for the Music Making cassette, as I was unable to 
obtain an ST monitor plug at the time. I connected the ST to a 
Philips portable colour"IV via the usual RF cable connection. 
The Philips has an earphone socket, so l made up a cable to 
connect this directly to the recorder input. You have to be 
careful with the TVs volume selling though, as it also controls 
the level of the earphone signal. The sound quality probably 
wasn't as good as a direct connection to the monitor socket, 
but was still far better than recording with the microphone and 
loudspeaker method. 

That’s all for now. Next time I’ll be looking at some low cosL 
recording equipment you can use with your Atari, and how 
MIDI can be employed to control and extend its use. 
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Paul Lay ’s version 0/ an ST classic | 

Ho/. Blocks is a version of one of the most successful games released on the ST, a 
simple yet utterly addictive game in which you direct different shaped blocks falling 
from the top of the screen so that they form completed lines at the bottom with no gaps. 
Euery time a complete line is made, it is removed and all the other uncompleted lines are 
moved down. The game is over when the screen is full up with uncompleted lines. 

Falling blocks can be moved left and right by moving the joystick accordingly. They can 
also be rotated round by pressing the the trigger. It is possible to drop the block 
immediately by pulling the joystick down. 

Points are scored for every block which is used. The game advances onto harder 
(faster!) levels when the appropriate number of completed lines are formed. 


TYPING IT IN 



1. Type in the listing using TYPO 3 to check your work 

2. SAVE or CSAVE a copy before you run the program 

3, RUN the program which will check your typing as it 
proceeds. If any tines are incorrect correct them and run 
the program again 

4, Prepare a blank tape or disk and indicate which version 
you require 

5, The program will create a boot tape or AUTORUN disk 
(ensure that your disk has DOS written to it) 

6. Reboot and pbyt 


CONTROLS 

Blocks are controlled by a joystick in port 1 
Press START or trigger lo begin at level 5 

Keys 0,1, 2, 3, 4, 5 1 6. T s 8, 9, begin at the 
specified level 

S key toggles sound on or off 

Spacebar pauses resumes game 

ESC aborts a game 
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GRAPHICS 

0:DIM CODESt97j,HFH£2JJ 

: DA 


T A & „ 1 , 2 , 3 , 4 , 6 , 6 , 

0,11,12,13,14,15 

HZ 70 FDR 1 = 0 TO 22; read J 3 HCK tl; = J: HE.Kt 
I;f r? "KOT BLOCKS" 1 : HR'I TING-•!? i * "** 

* CHECKING DATA" 

nu 38 Trap 90 ;restore 1000 :for line =1000 

TO ±550 STEP ±0:? "LINE « J LIME J i C 5 = 0 
MG 40 READ CODES:IF L INE < > PEEK C163 J + 256 *P 
EEKti84> THEN ? 11 Mi SSIME ! 11 : END 
FC 50 IF LEM iCQDESl O06 THEN 30 
BI 60 FOR 1-1 TO 05 STEP 2:0YTE~16»HEN (A S 
C (CODES(1)3“483 + HEHCASC (CODES(1+133"40 
3 

LI 70 IF WRITING THEN PtIT til , BYTE i NEKT I: 
READ TOTALi? !NEKT LINE;CLOSE BlS? S? 
FILE CREATED" ! END 

HI ft* CS - CS+OYTE:HEH T I:READ TOTAL:IF CS" 
TOTAL THEN ? :MEHT LINE:GOTO 100 
5Y 30 ? " BAD DATA":END 

AF 100 ? S ? "«*» CREATE FILE":? "C.< ,CASS 
ETTE CB00T3"J? "D , , ,DISK (BINARY LOAD! 
"iPOKE 76*,255:TRAP ±5® 

GH 110 K-PEEK C7643 : IF K = Z55 THEN £10 
MU 120 POKE 764,255! IF K = 5B THEN 4.50 
GH 138 ? "READY CASSETTE AND PRESS RETURN 
"JSOPEN Bl,8,128,”CS"!? !RESTORE ZO0 

£8 148 FOR 1=1 TO 8:READ JfPUT Bl,J:KEHT 
li? ?? ■■»** WRITING CASSETTE FILC'MMRI 
TING-1iGOT 0 30 

MB ISO 7 "INSERT DISK HITH DOS AND PRESS 
RETURN";:POME 764,255 
GR 160 IF PEEK (.7641 012 THEN 160 
IH 170 PONE 764,255;OPEN ttt ,8,8,"DiAUTORU 
N.SYS";7 :RE STORE 218 
MO 1 BO FOR 1 = 1 TO 6!READ J:FUT Bl, J INEXT 
IS? E? "4H+M WRITING DISK FILE"EHRITING 
— 1 : G>0T0 38 

GS 190 ? :? "ERROR OPENING FILE"’.END 

ZT 200 DATA 8,22,24D,47,I 52,48,24,96 
XT 218 DAf A 255,255,0,48,121,58 
KM 1000 DATA 0000008000000008555555555555 
55S5AAAAAAAAAAAAAAAAFFFFF FFFFFFFFFFFAF 
EBFABEAFE0EABEF5F 5F5F55F5F5F'5F , 7140 
Efr 1010 DATA 69G969G9696969&969&A5A6A6A1A 
eG018 9A9A9A9A9A49040556 96 9G9696 96969>55 
55AAAA AAAAAA550010000000006800,44 96 


HOT BLOCKS 

-- i| 

f>ft 1070 DATA 80O3080AO00A00C0e0002O000OO0 
0OOOO0COO00OO20OOOOOO00030000000040000 
0OO000003OEC 30OC 840 C0006000088,833 
MP 1830 DATA 80008000203080002DBF34A900QD 
OED4A922BP00B4A900&D0BD2690380OE027OA9 
S3800002A93O8D890Z5820F536A900„4003 
Of 104O DATA 8DS7 3A?8BF34A9008p{tED4A934BD 
02D4A9326D03D4A9306&09D420093428563220 
DF34ASFF8DD7J48D0834AS12881832,5241 
GU iflSfl DATA A900SD1A32AD0AD22907C907F0F7 
A ABD 1F320D1B 3 7Z0AB34 AD A 73 4F0034CE D3,i A9 
038D9B39AE2532BD2732AA20OE3AAD,4941 
W* 1060 DATA 523AF0034CF73120363S20DS342O 
BF34E002D0O&ASFF8DD7348DD034CA10DD2OB4 
3ZADD7348D1D32A9FF8DD734ADID32,5602 
EM 1078 DATA D025AEIB320E1C32BD3E338D1B32 
28A834ADA73 4D00fiA907BD 9C392004324€7731 
AF1C 3 2 BE18 32ADDS34BD1E 32A9FFBD,4 833 
HI 1080 DATA Dfl34 ADI E32 2902F 03 A AO 1F32290S 
FOllADlE322904F022AClA32CaaClA324Ce53i 
AE18326E1932E0BE183220A834ADA7,4292 
M. 1090 DATA 34D03120B4324C9731AT18328E19 
32CA4CA831AC1A32C8SC1A32BC993920AS34AD 
A 734DOi8200 934208F342036392004,46 20 
HO ±100 DATA 324CC331AE19320EI032*C973lA9 
008 D9939AC1A3 2DQOC20D 23978A5 3820E3394C 
8830088ClA3ZZ0B432A90Sa&9A3920,4453 
NU 1110 DATA CATSZ08B 364C EB30000000080080 
00000206O7O80Di1031412l®0E0COA8aO6O5P4 
03028170 787044 AO24640404040404,1541 
AH ±120 DATA 0404840484048404840484048404 
O4708006864±343ZA?BO85CCA923a5CDA9OOAZ | 
1DA908AO2791CCO810EBA5CC186928, 3841 
GO ±±30 DATA 85CCA5CD69O805CDCA1OE760A900 
aSCDADIA320A0A8A85CC0AZ6CD0AZ6CD65CC85 
CCA5CD690085CDADIA321065CC B5CC,5592 
UU ±±40 DATA A5CD6900O5CDA9001D65CC85CCO9 
2465CD85CD6020 7C32AE1B 32B&513385CE8D64 
3305CFAZO4A000B1CEF80451CC91CC,5977 
HM ±158 DATA C8CQ84D8F3A5CC18692885CCA5Q& 
690O85CDA5CE±S6904a5C£A5CE&90005CEGAD0 
D460O0ZO7C32AE1B32BD5133Q5CEQ0,6219 
GT 1160 DATA 643385CFA204A800B*CCF88AG1CE 
F 006A9 818OF33 2 6OCBCOO4DOFOA5CC1069Z805 
CCA5CD690085CDA5CE106904B5CEA5,6314 
10 ±170 DATA CF698085C F CAD8CEA9086DF3 3260 
0188030405028600890A070C080E0F1O8D1Z1 l 
770797A7B7C7D7E7F7871727374757,4867 
MC 11SO DATA 67778797333S3333333S33333334 
34343434343434343400010800080100000801 
008000010008000000008000000001 ,±492 
HH ±190 DATA 8101810000008000080088020202 
00800002000800008008800000000202008002 

continued ** 
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HOT BLOCKS 


F¥ 1380 DATA 1FD0Z9OLFOF3A&5B3AA0FF8C56iA 
A209DP3FS7FO0SCAl0'FB4CF53&8E26326a321F 
IE1A1 BJ l> 10 3335 3070 7070 7 0BO4 7DD ,49^8 
Mtl 1390 pAIA 3778067006700670O67006700670 

0676077006414937488A4B9848A216AGDB378C 

0flD48C16D088eftD0F&O2?0A9F7A80&j.4823 
MM 1400 GOTO BDOAD48DI6D0OC18D038E301C8CA 
00F0O200OCBB370n0OO40CibDaC0CO&8F6OZ0« 
BC0OD4 6C16£>000CfliP0F | bO547 ft 090*2,6330 

1410 Dftlft ifl8DOflP48D16D0^C18ff}3ttl;9OlC8 
CADfl* i 0AC&C37CP6000D009ACDG37C8&CD©37A0 

000CDC376Bft06fl0060400000000000,5675 

JY 1470 DATA 00002fl2F34O022ZC2F732B330**W0 
0ISO00OO0 0000 2 239O0BO Oi B5*C00A30EO0ftC.ft l 
89000000000OBOOOflOOO 232F Z£3432,2227 
PA 1430 PAT ft ZF2C33flft0000BB0(*00B3Bd A* B2B4 
8FB4D2fl9fl7fl7OSB23ftZZZS27292£00O0000000 
O0iOOE0ri91flfiCft5B6fl5OCflO0000 OOj 3 669 
KJ 1440 DATA OO00O00000000&03^^O033ZF3H2E 

2 4 00000 B0OOO 8000W000 &025 3 323 2130 2 Siftftl 
ft2ftFP7B4O8O000000O008B03BOft103^2368 

OF 1450 PAT ft ft5ft 2A1B29A30 21353 32500000008 
00000000282927280O3323ZF3ZZ500000OOO«O 

2E253625ZCO0900033232F32250090,2146 

IU 1460 DATA ?®909O90OOftZ4O20BF342OD934Cfl 
DOF720BF34 A9008D©ED4ft9!E0fi009D4A203 9Dl6 
pOCftl0Fftft911BD02D4ft9398P03P4ft2,5900 
JJ 1470 DATA 002OBF346E16O02O&9342 0BF34 Z0 

p934208F3420D934E3EB10POE6ft2402eBF3420 
D934CftO8F7fl20F2OOF34BEi6DO20D9,5542 

IK 1488 Dflfft 342OBF342OP934ZOBF3420P934Cft 
1OEO&070787O 70787070707B707047 22394111 
3900006000000027212P25082F3625,3575 

□I 1490 0ftTA 320Oe00O0800fl0513AP00i60AC9A 

3930tOS99D37BP07PZB9A639BD0602888C9fl39 

AC9B393010B9AF398D05P2 B9B3 3 98D ,4908 
RM 1500 PAT* 04D2 (J88G9B39At 9C393016O98 73 9 

&P03D2B9BF398P®2D28®8C9C39flD9939300ftF0 

®98POOP2fl9ftfteP8i®26»*5OO»P00&2j 5553 
Eft 1510 PAT ft 0DO1P2A9FFBP993960FFFFFFFF0O 

4F4F4F4D4A4e444208B0S®909»A0A8BBB0O0AA 

flCflE®030 2C2aOO282a2fl2ft2C2C 2C00 # 5®29 
HP 1520 pAT A 404040404040480900*207 900O&2 
CftlOF A60fl9FF 8P99390D'9fl39BP9B39eP9C394C 
G739A208BP9F38P03328300AO01EE8 , 5289 
MG 1530 PAT ft E085P0F14C0P3flfl284BP33 28909F 

3&CA10F7AE26JZBP0&I5505B08D973B6OA&583A 

C9FFPOB16OC91CO008A9FF8D523A4C,5691 
ZI 1540 DATA 483AC93ED0BEAP513A49FF8P513fi 

2O&2394C4B3flCl92l&013ft9FF8P5B3ft20C739fl0 

5B3AC9FFF0F9C921P»F5ft9FF8P5®I(l . 6177 
LU 1550 POT A 68FF00flPO9P2aP5B3ft6B4OFFEO82 

E 10298 300080000>O0OOOO00000000800000088 

0OO0OO«800aO00OO80EOO2Ei«2903O f 2762 


O8O00OO200000tt00OO000OOZ0® Uia00 ,21 
TTT I 700 DATA 8202070000000000000760000007 

03OO000 30300000OO0000083 B30 300,419 
•yZ 12 10 PAT A B3O000nOOOO®00OO a3OH00l0aB300 

Oft0083B3OO000O00OO000OflBOO000OA3O083BA 

03080000000000080000000383O80O.1441 
5E 1770 DATA 0883000008630000008000800000 
0B0404000000040480000000080O04 00000404 
000004000800000008000404840000^690 
-10 123 0 DATA 84 000000 00000 8000 000008400 00 
0084 840800B 400O0WOO 000Hft00008400 008484 
8 4 000 000&O0080008000 00046000 84 j 14 52 
FIP 1240 PAT ft 6400000084000008000880080000 

000085 B5OO856500080000 0000808H®8000 085 

856O00O085600OZ0F432APF332FO06,2366 
BF 1250 PA T ft A9018&A73460205432A9008PA7T4 
6 0ADOOP4D0FB ADD 7 342D10D0BDD7 34ADDB342D 

0OP38&P834 6O0OO0AP0BO4 F OFB60A2,5832 
KZ 12&0 PAT A 40A&8AD2293F£90E3008G92aiBF3 
C91P30EF8D1832AP0AP729IF C91010F78P1A32 
207G32flPOAP22907ie69OBflO009iCC,4529 
LM 1270 DATA Cft&OCE A9090PAE2 4 8DH924A9D6B5 
CG A924B5CP A214A90-6A0OO I 91CGA00® 91CCA5GC 
18692S8SCC*5CD ; b900B5CDCAP0E6A9,6653 

KY 1250 DATA O7A0OB91CCA90BA00B91CCA9Bft*0 

OA91CCBSPOFB*9BA8P16P8A9FCBP17D0ft9368P 

18D0A9888P19P8A2 27BD05359&102®,6095 
JE 1260 DATA CA10F7A9BB8D2C36Z0B335A92POP 

0002A9 3 68P0102O9®O660ED46OOO2C25362SZC 

&0006C0 98E65730000B3ft3AF«i2A50B* 42 36 

FF 1300 DATA 08OO10000B08000050505009D000 

9O9090909OAE2632BDBP356P272B6O10111213 
141516171019011F0AA203BP332618,2701 
5E 1310 DATA 690lC99AD009ft9909O332aCAlOEE 
609&332B60ftZO2BD2D281869OlC95ADO09A95« 
9P2P2BCAlOEE609P2P28ftE2632F00G,4994 
&G ±320 DATA P0Ol60ft&2C36lB69OlDPlF36FO04 

8D2C36tOE8BE2632208335ft900SP2C3O602828 

23231E1E1919141414147FO04BBA46j 3570 
HF 1330 PAT* flgEO8&09P4A20FBP5B3O8P0ftP48D 

16frBBP6B368DI7P0BP7e368PlOPOCA10£6ft930 

BPOAD4&P09P468AA6840BA1E1C1A18>5589 
UJ 1340 DATA lfcl&OOBO9696989A9C9E0OFC4E4C 
4*4846460000*6A6A8ftftaCAE6036PEPGPAP6P6 
D6O0O00605 08OA0CO EOWft 9CF85CGA 9*4968 
1350 DATA 2785GPA260 AO09|tlCCF001E88810 

F8E6O0FO14E#0AFOllft5CC3OF92&B5CCA5GPE9 
00B5GP4C9336602OE335A5GCe5CEA5,6471 
SM 1360 DATA CP85CFA5GE3OE92B65DBA5CFE900 
8561A 2O0A0O9B1&0P601EO91CEOB1OF8EOO AP0 
034C9336A5GE38E®2aB5GEA5CFE9O0,6805 
PP 1370 PAT* 85CF4CC336Z8BF34A9498DB2P4A9 
378PO3P4A966BPOOOZO9370P6107fl9®B8DOEP4 

2AP934AP10P0DBB6A90580263260AP,5147 
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Space Rider Jet Pack Com- 



G ood news? Not Just a 
' new game but a new 
release from a new 
company to the Atari scene 
called Hi Tee (don't they make 
training shoes?] who now have 
a number of games lined up 
for your Atari. SPACE RIDER 
JETT PACK CO. is at present 
the only original game in the 
bal eh t lie ot h ers are re • pack¬ 
aged oldies from hirst Star 
but hopefully there will be 
more to follow in the near 
fu lure. 

In this game you assume the 
role of Chief test pilot lor the 

— 

Title: SPACE RID€B JET PACK CO. 

Publisher: Hi Tec Soft wore 
Price: £2.99 cassette 

Players; 1 
Loading IF00" 

Reviewed by Paul Rixon 


pany who have Just finished 
work on an experimental jet 
pack known as thc^ "S.K. 

M KiH". The company have sent 
you on an expenses paid trip 
to the 23rd planet (a hostile 
environment with unusual 
gravity and alien inhabitants) 
to lest out their new contrap¬ 
tion, Coincidentally, (he 
planet is a source of valuable 
minerals used bv the S.R. re¬ 
search laboratories so to kill 
two birds with crie jcL pack 
you have been politely asked 
not to return without a sub¬ 
stantial quantity! Naturally, 
the aliens aren't exactly thril¬ 
led with ihe prospect of you 
Stealing their minerals so you 
can be sure there will plenty of 
nasties awaiting your arrival! 

Your job is to guide the lest 
pilot through the dangerous 
caverns, collecting minerals 


and avoiding the many traps 
and adversaries. Your charac¬ 
ter is large in proportion to the 
size of the play Held, so the ob¬ 
stacles can be quite difficult to 
negotiate, You can shoot at 
aliens, hut they retaliate by 
homing in on your position at 
astonishing speed. The cavern 
complex is huge and mapping 
may lie the only way you will 
ever find the enlire quota of a 
hundred minerals. The 
screens "flip' rather than scroll 
but the graphics are nicely 
done and there is a good varie¬ 
ty of animated aliens, barriers 


and traps. Unfortunately, the 
sound is of the familiar low 
standard associated with 
much Atari software, but this 
is a minor gripe in a game 
which has many commend 
able features. 

It lakes a brave company 
nowadays to launch into the 
H bit market hut Hi Tee have 
done it admirably. Congratu¬ 
lations to them and due credit 
to P,A,L. developments, the 
originators of this, and many 
other recent Atari games. 
What arc you waiting for? 
Rush out and buy ill 



F orget the pools, never 
mind the races Byte 
Back oiler you a 
chance to break the bank and 
win a million the easy way, 
with a painless gamble on 
their new ROULETTE SIMU¬ 
LATOR 

You start the game with the 
grand sum of £5000, gener¬ 
ously donated by the casino, 
Although you might be temp¬ 
led to spend this on a car, a 
holiday or 500 years subscrip¬ 
tion to New Atari User, unfor¬ 
tunately the rules stipulate 
that you have got Lo use it (or 


lose it) or] the roulette wheel. 
The computer displays the 
table of numbers and the piles 
oI chips and waits for you to 
place a bet. There are ten dif 
ferent ways to gamble with 
associated odds. En PJein is a 
single number bet and natu¬ 
rally has the highest odds at 
3,5 l. En Carre gives you four 
numbers in a square at 8 -1 
Whilst the more cautious 
gamblers can place their chips 
for a single column of num¬ 
bers - Colorific at a reasonably 
probable 2-1, The various 
combinations are all explained 


on the cassette inlay. 

You can place up to a max 
imum thirty-two bets before 
settling back to watch the 
graphical delight of the roulet¬ 
te wheel spinning - definitely 
the most Interesting part of 
this game. The accompanying 
sound though, a sort oFmuf 
fled scratching noise, leaves a 
great deal to be desired? Up to 
four players can compete, or 
the computer will stand in for 
a one player game. Only one 
joystick is used, so the players 
must either designate a Von 
troller' or pass it around for 
each go. The process of drag¬ 
ging the chips to the required 
numbers is quite frustrating 
as the Joystick pointer fre¬ 
quently drops (be chip you 
are moving or refuses lo place 
it in I he position you intended. 
The controls are unresponsive 
and inconsistent and 
annoyingly, you are required 


to manually (Tear the table be¬ 
tween every go - even though 
you have no other option than 
lo do so! If you run out of 
money there is no indication 
or warning and the computer 
simply continues to play by it¬ 
self. This doesn't exactly en¬ 
courage perseverance! 

Apart from the rather nicely 
animated spinning roulette 
wheel, I'm afraid I can’t find 
anything positive to say about 
Roulette Simulator at all! It’s 
dull, frustrating and, in 
places, downright unprofes¬ 
sional! Byte Back can dq 
much better than this. A dis¬ 
appointing effort. 


Title: ROULETTE SIMULATOR 

Publisher: Byte Back 
Pnce; £2,99 cassette 

Players: 1/4 
Loading; 16'10" 

Reviewed by Paul Rixon 
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AZONE 



R eviewing another 

mid-priced game from 
B.Ware presents me 
with an opportunity of apolo¬ 
gising to the ‘I)AX‘ program¬ 
mers [whoever they may bell 
for confusing their initials 
with the name of a certain 
well-known washing powder 
in a previous article. Sorry for 
the slip-up, guys!! 

As if in retaliation, my review 
copy of their latest achieve 
merit. A ZONE. arrived with¬ 
out any packaging or instruc¬ 
tions - 1 cannot, therefore, give 
you the official plot of this one, 
although judging by DAX's 
previous eJforts it is almost 


Title: A-ZONE 

Publisher: B.Ware Software 
Price: £495 c ass/ 

£495 disk 

Players- ! 

Reviewed by Paul fffron 


certain to involve aliens, 
monsters and 1 he world’s des¬ 
truction - and similarly 
pleasant topics! The game it¬ 
self appears to be a fairly 
standard multi-screen plat¬ 
form game in which your job 
is Lo manoeuvre a character 
through various passages col¬ 
lecting mysterious boxes and 
avoiding contact with deadly 
laser' barriers. Die-hard arca¬ 
dians can optionally invoke 
alien defenders' to liven up 
the challenge although they 
arc relatively pleasant when 
compared with the biggest 
hindrance, which is without 
any shadow ol' doubt the 
OBNOXIOUS sound! Even 
Escaper (sec review in issue 
48] Is given a solid run for Its 
money! 

A further complication is im¬ 
plemented in the traditional 
fashion by an ever-decreasing 
energy supply, although It’s 
not as much of a problem ns it 


initially seems. The supply is 
replenished by accumulating 
points, and these are gained 
by, among or her things, trave¬ 
lling from one screen to 
another, so some devious 
skipping across the bound¬ 
aries can often get you out of a 
Lrieky situation. There is also 
an optional 'continue mode' so 
that if you lose a life, you 
begin play with the new one at 
the point you had previously 
reached. The graphics are 
reasonably clear and colourful 
and die Joystick response is 
surprisingly good - but I have 
some reservations when it 


comes to the important sub¬ 
ject of lasting appeal. 

There’s not a great deal more 
[ can say about A-Zone - it's a 
very simple game that is not 
outstanding in any respect 
but it Is quite playable and 
may well appeal to those who 
were bought up on Caverns of 
Khafka (who remembers that 
one?) and the like. If It sounds 
up your street , don't rush 
down to your local software 
store as A Zone is only avail¬ 
able directly from B.Bytes, the 
Hinckley based computer 
dealer, whose advertisement 
you should find in this issue. 



SUPERMAN 


ou’ve seen the film, 
read the comic, worn 
the outfit and whistled 
the theme tune - but have you 
played the game? No, il s not a 
bird or a plane .,, it's Fernan 
doUerrara's SUPERMAN from 
First Star, re-packaged at a 
bargain price by Prism; 

He came from the planet 
Krypton with Incredible pow¬ 
ers and ab I lilies, lies man¬ 
kind's champion in the eternal 
hat lie between good and evil 
faster than a speeding bullet, 
more powerful than a locomo¬ 
tive and able to leap skyscrap¬ 
ers In a single bound. Super¬ 


man’s quest is to rid the 
planet of arch-enemy Dark- 
seid, who plans a reign of ter 
ror and destruction! That's 
dealt with the rather abun 
dant hype associated with this 
game, so let's move onto the 
relatively straightforward ob¬ 
jective which is to round-up 
the citizens of Metropolis. 
Darkseid seeks to imprison 
the people whilst, of course, 
Superman’s job is to save 
them. The player who even 
tuaUy acquires the most 
citizens, or whose opponent 
runs out of energy, is the vic¬ 
tor. In a single player game. 


you can choose to command 
either Character- 
Metropolis is divided into six 
screens representing the 
streets, sewers and tunnels of 
the city. Hie players must col¬ 
lect ei pre-determined number 
of objects to quality for trans¬ 
fer to an adjacent screen - the 
intention is to guide the 
citizens closer to the res pec 
live headquarters where they 
add to the overall score. 

There’s a further complication 
provided by ‘combat /.ones’ 
preceding certain locations in 
which the Initiating player 
must win a direct battle with 
his opponent lo advance onto 
the required screen. Both Su 
perman and Darkseid have 
special powers to inhibit each 
other's progress Superman 
can activate a heat beam 
whilst Darkseid lias an 
'Omega Ray" with similar prop¬ 
erties. Deflectors positioned at 
street intersections divert 
sbese dangerous emissions 


and are also useful for chan¬ 
neling citizens In the desired 
direction. 

1 have to admit that Super¬ 
man has never been one ora 
my favourite First Star games 
despite the pleasant graphics 
and novel theme. I don’t rate It 
highly In terms of playability, 

As a one player game it tends 
to become rather boring, but 
two player [node with two 
reasonably matched oppo 
nents is potentially more ex¬ 
citing - so If you really have 
watched the film, sported the 
outfit and still have an appe¬ 
tite for more, why not search 
for some human competition 
and grab a copy of Superman! 

- — -"—“l 

Title: SUPERMAN 

Publisher: Prism Leisure Corp. 
Price: £2.99 cassette 

Players: 1/2 
Loading: 9'45" 

Reviewed by Paul Rixon 
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TOP 10 CASSETTES 


Jewels of Darkness SOLD OUT 


Draconus. 6.95 

Plaslron... 7.95 

Speedhawk.. 7.95 

Kick Off... 7.95 

Hawkquest .. 7,95 

Druid... 4,99 

Atari Aces .. 4,95 

F-15 Strike Eagle .. S.95 

Black Lamp .. 7.95 


TOP 10 DISKS 


Kick Off .... 11.95 

Infiltrator. . .... 9.95 

Gauntlet.. 9.95 

Hawkquest ....16.95 

Je we J s of Dark ness SOLD OUT 
Flight Simulator II 24,95 

Pfastron ........... 9,95 

Warship ....19,95 

The Count .. 4.99 

Bop n ! Wrestle.. 9.95 


TOP 10 ROMS 


Star Raiders.. 9.95 

Robotron... 9,95 

Donkey Kong Jr. 12.95 

Desert Falcon ..,.14.95 

Ms. Pacman __,.,...12.95 

Designers Pencil .......... 9,95 

River Raid . 8.95 

Rally Speedway. 8.95 

Pole Position..........12.95 

Donkey Kong ... 12.95 


SPECIAL OFFERS 
OCTOBER 90 


Pacman (ROM).. 

5.00 

Joust (ROM)... 

5.00 

Food Fight (ROM). 

5,00 

Sargon IN Chess (D) 

7,50 

Eternal Dagger (D). 

5.00 

Silicon Dreams (D)_ 

7,50 

Silicon Dreams (Csss,) 

5,00 

Colossus Chess IV (Cass,) . 

4.00 

Spy vs Spy Trilogy (Cass.).... 

5.00 


TOP 20 BUDGET CASSETTES 


Blinky's Scary School .. 2.99 


Titan... 2,99 

Head over Heels.. 2.99 

Yogi's Great Escape. 2.99 

World Soccer.. 2.99 


GAMES 


Cass. Disk 

Kick-Off . 7.95 11 95 

Summer Games . , 12 95 

Smash Hits 1 - 5 & 7 G.99 

(each) ..... ,, ... 

Living Daylights . 2.99 9 95 

Trivial Pursuit . 12.95 14.95 

Mercenary Compendium 9,95 12-95 

Spy vs Spy Arctic Antics .... 4.99 9 99 

spy v£ Spy Trilogy 8.95 9 9 5 

Fighter Pilot . 10.95 

Polar Pierre . 4 99 6 99 

Mr Robot . 4.99 6 99 

Bela Lyrae . . 4.99 5,99 

Hits VOI 1 4.99 fi 99 

Bculdertlash 2 . 2.90 6.09 

Arkaneid . 9.95 

Trwtblaisr ... 9 05 

Solo flight . fi 95 11.95 

Silent Service . 8.95 11.95 

Epyhunter 6.99 

Mjrax Force . 2 99 a.95 

Reedus on FraclulflS .. 6.99 

Bai l&laje r . 6.99 

Ram pane 6.99 

Shoot Gem Ups .. 4 99 

Plstfnrm Perfection ... 4 99 

Spindly .2 99 6.99 

Touchdown Football . 6.99 

Spitlirc 40 . 6 99 

Draconus . G.95 9.95 

Druid . 4 99 9 95 

Rrian Clough's football Fori. 8.95 12.95 

Puuysn 4.09 4.99 

European Super Soccer . 8.95 12,95 

Herd Hat Mac .. 4 99 

New York, City . 4 99 

Crumbles- Crists . 4 99 

Freaky Factory . ... 499 

Starquflke .. 4.99 

Prappla 2 . 4.99 

Laser Hawk . 4 99 

CoIdbhus Chess 3 . 4 99 

Sidewinder ... 4 99 

Joe and ihe Nuclear 4 93 

Caverns . 

Nuclear Hick ,, ,,, . 4.99 

Knockout BOsing . 4 99 

Sunstar . 2.99 

GuthbCit Goes WalkaOput 2.99 

Heartache .. . 7.95 

Mig Aliev Ace . 9.95 

Pinball Construction Kit . 9.95 

Music Cons! rucl in n Kit 9.05 

Infiltrator . 9.95 

Thunderlnx .. 7 95 

Slingshol. 7 95 

Winter Evenls . 9.95 

Stack Lamp .7.95 


Joe Blade 11 ... 2,99 

Space Rider Jetpac Co. 2,99 

Ninja Commander 2,99 

Chuckle Egg .. 3.99 

Who Dares Wins II.. 1.99 


A D V ENTUfl E. STR ATEG Y 


CUSS. Disk 

Flight Siru. Scenery Disks 14 95 

<;Please phone! 

Ouestron . 9.9S 

Field ol fire . 7.95 

Hollywood Hijlnx . 9.95 

Jirlxter . 14.95 

Lancelot ... 11.95 11.95 

Tine & Magik . 11.95 11.95 

Lurking Horror . 11.95 

Ingrid's Back .. 11 95 11.95 

Guild ul Thieves . 14.95 

Knight Ore ...11,95 11.95 

Cloak of Death . 2 09 

The Garden Baton . 2,09 

Gunslinger . 9.95 

Eternal Dagger . 14.35 

Saigon 3 Chess .... T4.95 

Theatre Europe ,. fl.95 

Carrier Force . 16 95 

Parser Grenadier ... 16 95 

Ballleerusier .. 16 35 

Wj 1 si up . .. 19.35 

221E Baker Sheet . 9.35 

Vietnam . ... .. g.gs 

Conflict in Vietnam . 11.95 14.95 

Crusade In Europe . 11,95 14 95 

Decision ill Ihe Desert . 11,95 14 95 

Colossus Chess 4 8.35 12.95 

Kennedy Approach . 3.95 12.95 

Hftwkquest . 9.95 1G.9S 

Cutthroats . 9 95 

Zork 1 9.95 

SpOllbreakar . 9.05 

The Count 4.99 

Pirate Adventure 4.99 

Scapedhost .12.95 12.95 

Silicon Dreams . 12.95 

Rebel Charge . 19.35 

Gettysburg . 19.95 

Super Huey . D.95 11.95 


Br.nti Adam& adventures on tasseiia al 
C2.99 each - phone 


XL.XE CARTRIDGES 


Missile Command . 9.95 

Donkey Kong . , . 12.95 

Pengo . t295 

Pule Position . 12.95 

Star Racers ... 9 95 

Ms Pacman 1 2 95 

Fight Might . u 96 

Star Raiders II .. 14.95 

Loderunner . 14.9S 


Gauntlet... 2.99 

Lining Daylights.. 2.99 

Pro Golf... 2.99 

Ghostbusters.. 2.99 

Speed Ace .. 2.99 


XbXE CARTRIDGES 


One cm One Basketball . 14 95 

Battenne .... 14 05 

David'S Mid night Magic (Pin hal l| 14 05 

Ar-Chon ...... 14.05 

Rescue on Fractuins . 14.95 

Ballblazer . 14.96 

Blue Max . . . 14.05 

Defender . 9,95 

Galaxian . 9.95 

American Football . 9,95 

Tennis ....... 3.95 

Moon Patrol .....,,,, 12.95 

Rohotrqn 2004 . 12.95 

Joust . 12 95 

Herd ...... fl,95 

River Raid . 6.95 

Mega Mania . B 95 

Dreadnought Factor . 0.95 

Designers Pencil . 9 95 

Rally Spitudway 0.95 

Miner 2043er ‘ . fi 95 

Mr Goat ...... a.ss 

Eastern Front 1041 . fi 95 

Food Fight .. a. 96 


UTILITIES 


ROM Disk 

Mini Cilice II . 14.05 

Atari Writer . 29.95 

Atari Writer Plus . 29.96 

Microsoft Basic II . 19.95 

Silent Butter - Personal Finance.. 1&.95 

Planetarium . 16.95 


BUDGET CASSETTES 


Rockford . 2 90 

System fi Pools , . 2.90 

Green Beret . 2,99 

bmx Simulator . 2.99 

Phantom . 2.99 

Transmulgr . 2.90 

Panic .....2 99 

Dn Cue .. 2.99 

Jocky Wilson's Darts ... 2.90 

Little Oevii . 2 99 

Screaming Wings .... 2.90 

Domain or ihe Untfead . 2 99 

Space Lobsters 2.99 

Planet Attack . 2 93 

Gauntlet ... 2.39 

Chuckle Egg .. 3 93 

Dreadnaugfit . 2.09 

Casino Roulette . 2.99 


Kickstart ..*. 1.99 

League Challenge ......... 1.99 

Spooky Castle.. 1.99 

Gun fighter..... 199 

Pro Mountain Bike Sim. 2.99 


BUDGET CASSETTES 


Exploding Wall ... 2.99 

Microrytnym . 2.99 

Robot Knights . 2.09 

Survivors . 2,99 

Nucleus .. 2.99 

Cosmic Pirate .£.99 

Last VS . 2.99 

Grand Prk Simulator .2.99 

Footballer ol the Year . 2.99 

Mr Dig . 2.99 

IfiO . 2,99 

Whirlynurd . 2.93 

Wgrnors of Ras . 2,99 

Tapper . 2.99 

Death Race . 2,99 

Pro Mountain Bike Simulator . 2.99 

Spellbound . 2.99 

Zaxxan 2.99 

Mad Jas ......... 2.99 

War Coplor . 2.99 

Space Wars . 2.99 

Speedrun . 2 99 

invasion. 1.39 

Dayiiohl Robbery . t 99 

Spooky Caslle ... f.09 

Molecule Man . r 99 

Pothole Pete 1.39 

Feud . 1.99 

Crack Up . 1.09 

River Rescue .., r.99 

Crystal Raider . 1.99 

Slorrn . f.09 

Gunlaw . |,99 

Action Biker .. 1.09 

Desmonds Dungeon . l ,99 

Laapstar . li .99 

Special Delivery ....... 1.99 

Jw Blade . 1.99 

Tanium . 1.93 

Powerdown . . 1.99 

Grldrunner . 1.93 

Knh Commander . 1.99 

Dawn Raider . 1.93 

Soccer 1,99 

Bomb Fusion . 1.99 

Periscope Dp . 1.99 

Dizzy Dice . 1,99 

Milk Race . 1.90 

Winler Wally 1 99 

L A SWAT . 1.99 

Rogue . 1.99 

Football Manager ... 2.39 

Enc-ounler .. 2 99 

Las Vegas Casino .. 2.39 

Fruit Machine Simulator . 2 99 

Tlmaslip ....... £.gg 

Dre&dnaught . 2 99 

Roulette Simulator ......... £.99 


XC12 Cassette Recorders , t950 Disk Drives - ptoe telephone for stock details 


RL.EASE VISIT US AT AMS 4 



FULL RANGE OF A TARt 2600 CARTRIDGES IN STOCK 

219/221 Cannock Road, Ohadsmoor, Cannock, 
Staffordshire, WS11 20D 
Telephone (0543) 466577/6/9 ® 


Add 5Dp Id orders Jess than £ 5.09, All prices correct at 
time fll going to press. Access or Visa orders welcome. 

Pi esse add El per item for overseas 
Please make Cheques or Postal Orders payable to 
‘MILES BETTER SOFTWARE*' 
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8-BIT GAMES - 8-BIT GAMES - 8-BIT GAMES ... 8- 


ATARI ACES 



A ‘master games' collec¬ 
tion from Lf.S.Gold 
featuring three oldies 
from Sega - the company in¬ 
famous for producing lack¬ 
lustre micro conversions of 
their conversely spectacular 
arcade machines - and a 
fourth offering from Data so fl. 
The latter, a multi screen 
arcade adventure starring 
Johnston McCulley's legen¬ 
dary masked crusader ZORRO 
Is (not surprisingly) the high¬ 
light of this compilation. 

Zottq s quest is to rescue a 
beautiful senorita who has 
been kidnapped by the evil 
Sergeant Garcia, The perilous 
journey leads tit rough a varie 

Title: ATARI ACES 

Publisher U.S.Gold 
Price: £4.95 cassette 

Players: l /2 
Loading: 10*45' (max.) 

Reviewed by Pouf Rixon 


ty of locations and Zorro must 
utilise numerous objects be 
fore gaining access to the 
damsel in distress. The com¬ 
bination of pleasant graphics, 
reasonable sound and some 
ingenious puzzles result in a 
challenging and addictive 
adventure. However, disk 
drive owners would be wise to 
seek out the disk version of 
Zorro which Incorporates a 
number of extra surprises. 

Sega’s UP‘N DOWN is poss 
ibly one of line strangest 
arcade games ever - the aim is 
to control your 'Baja Buggy’ 
through a scrolling, zig-zag¬ 
ging raceway whilst collecting 
a series of flags from the road¬ 
side. Opposing pick-up trucks 
and 'wedge cars’ seem to 
materialise from (bin air and 
head straight towards you, in¬ 
tent on fatal collision. You can 
jump to avoid them but Ihe 
consequ en re of a mis - to mod 
landing can prove equally un¬ 
pleasant! SPY HUNTER is 


another car game in which 
you endeavour to manoeuvre 
a turbo-charged spy mobile at 
high speed whilst pursued by 
enemy agents who are hell 
bent on your destruction. The 
game Is played from an over¬ 
head viewpoint (to the melodic 
tones of Duane kiddie) and Lite 
action unfolds over a con¬ 
stantly scrolling landscape 
with forked junctions, icy 
roads and enemy helicopters 
adding to the excitement. 

On a completely different 
note, TAPPER places you in 
command of a frenzied barton 
der in his quest to sling sodas 


at Impatient punters and re 
trieve empty glasses before 
they slide off ihe counter. You 
ran distract Lhc customers by 
calling up Lhc ‘dancing girls’ 
but the thirsty crowd isn’t 
kepi occupied lor longl Tapper 
is an addictive game although, 
like Zorro. it loses out to the 
disk original which offers sev 
eral additional screens. 

ATARI ACES is well worth the 
asking price for Zorro alone 
and you also get three play¬ 
able arcade games of yestery¬ 
ear into the bargain. If you ha¬ 
ven't seen these titles before, 
it's time to snap them up! 




SPY VS SPY III 
ARCTIC ANTICS 


A rctic antics is the 

third game in First 
Star's Spy vs Spy 
series featuring the two zany 
secret agents - one dressed in 
black, the other in white - 
from the American comic 
MAD. The original full priced 
game and its first sequel have 
been on sale for some time 
but, courtesy of Hi Tec, you 
can now obtain Ihe complete 
trilogy in budget packaging, 

In Arctic Antics your spy's 
mission is to locale and 
launch an Inter galactic rocket 


before a blizzard hits the Are- 
lie Island where the necessary 
components are hidden. You 
need three objects ■ an Entry 
Punch Fard, Guidance Gyro¬ 
scope and Uranium Fuel Cap 
sole to launch Lhc missile 
but first you must find the 
launch briefcase so you can 
transport several Items In one 
go. There are a number of 
natural hazards such as hliz 
zards. deep snow and Lhin ice 
but the biggest Irritation is 
your opponent, either compu¬ 
terised or human, whose ob¬ 


jective is the same as yours! 
Only one of you can win the 
game, so It may be necessary 
1 a lay traps or even engage in 
a one-to-one snowball fight! 

The graphics are almost iden¬ 
tical in style to Ihe original 
Spy vs Spy games. Tie screen 
is split into two windows giv¬ 
ing each player a side-on. 
send 3-D view of the action. 
The scenery scrolls as you run 
from one location In another 
and you can also move 'in’ and 
'out" of the screen to other sec¬ 
tions of the island. If you enter 
the same area as your oppo¬ 
nent. one window is tempor¬ 
arily blocked out so that both 
players have the same screen 
view. At the beginning of the 
game you can select a variety 
of islands as well as the diffi¬ 
culty level - a map Is available 
to help you navigate the more 


complex layouts. 

[f you’re a fan of the previous 
Spy vs Spy titles you will be 
overjoyed wilh Arctic Antics 
since it has all the charm, 
challenge, ft in and addictive- 
ness ol its predecessors. If you 
haven’t experienc ed any of 
them, I can highly recommend 
the complete trilogy. One 
minor drawback is that Arctic 
Antics Is a long, long, loader 
with lots of rewinding and 
watting involved. Although the 
game itself is well worth the 
hassle, impatient disk drive 
owners would be well advised 
to search for lhc disk original! 

Title: SPY VS SPY III 

Publisher: Hi Tec Software 
Price: £2.99 cassette 

Players: 1/2 
Loading: 20'40" 

Reviewed by Pad Rixafl 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 


DREADNOUGHT 



R ed Rat were once 
amongst the most 
prolific S-biL software 
houses and brought a string of 
top-notch games onto the 
market. Byt e Back are now re 
issuing the majority of this 
range aL budget prices, spell¬ 
ing excellent news for game- 
starved Atarians who now 
have a chance to pick up some 
excellent quality software 
without paying Lhc once cus¬ 
tomary high price for it.. In the 
case of DREADNOUGHT. I'm 
not sure that Reel Rat ever got 
around to an official release, 
so its appearance on the Byte 
Back label is especially wel¬ 
come. 


Title; DREADNOUGHT 

Publisher Byte Bock 
Price; £2.99 cassette 

Players: 1 

Loading; 23 00" (phew!) 
Reviewed by Pouf Rixon 


The Story would have you be 
lieve that an underwater city 
is being attacked by aliens. 
Only you have access to civil¬ 
isation's most powerful 
weapon - the Dreadnought- 
and yes. only you ran use it to 
secure the survival of your en¬ 
dangered planeL. Well, believe 
it or not. this is actually the 
build-up to a submarine adap¬ 
tation of Defender, the classic 
Atari arcade hit which spaw¬ 
ned a number ofclones in 
eluding the fabulous Drapzone 
- one of the best Atari shoot 
'em ups ever! For those not 
familiar with this popular lor 
mat. the idea is basically to 
zoom around a horizontally 
scrolling play field blasting 
waves of attacking craft as 
they head towards you. You 
have to be quick to avoid them 
as any contact with the adver¬ 
sary is instantly fatal. 

Visual delights include well 
animated players, a topically 
edged backdrop and a superb 


status panel below the main 
playing area. The highlight of 
the graphic's is the stunning 
result of a hit by an alien craft 
or missile - the Dreadnought 
explodes inLo a colourful, glit¬ 
tering fountain of fragments. 
The sound adds a further 
sparkle to the presentation 
with plenty of atmospheric 
noises and a liberal selection 
of effects In fact, the only cri 
ticism I could level at Dread 
nought doesn't concern the 
game itself but rather the 
method of production. The in 
credible loading wait of over 


twenty minutes is entirely due 
to tile program format having 
long inter-record gaps, a Inis 
tratlng and unnecessary bur¬ 
den on the user. 

Byte Back have thus far pro¬ 
duced a mixed bag of goodies 
and not-so-goodies for the 
Atari, but hi adopting a sub¬ 
stantial portion of Red Rat's 
output from the past few years 
they have acquired an unbeat¬ 
able range of high quality soft 
ware which is assured a posi¬ 
tive reception from all eon coi¬ 
ned. Dreadnought is one of 
the best. 


■ ■I 




EXPLODING WALL 


or some reason I'd im¬ 
agined EXPLODING 
WALL to be a Karate 
simulation (perhaps I was 
thinking of Way of the im¬ 
ploding Fist' on the Commo- 
doorstop!). and was therefore 
a bit disappointed when it Lur- 
ned out to be a clone of Im¬ 
agines Arknnold! There's no¬ 
thing wrong with Arkanokl of 
course, but with its recent, re 
release in budget format and 
Atlantis Software's similarly 
styled Crack-Up threatening 
close competition, there's not 
exactly a games shortage lor 


fans of the original arcade fill 
Breakout! 

Breakout, or Exploding Wall 
for that matter, is the game in 
which you have to knock 
down rows or bricks by moving 
a bat across the screen so that 
a tiny moving ball is prevented 
from escaping. If the ball des 
troys a brick, you've won a 
point, but if the ball travels 
past your bat then you've lost 
a life it’s really eis simple as 
that! Arkannid was the game 
that introduced a host of dis¬ 
tractions to liven up the ac¬ 
tion, and they're all here in 


Exploding Wall - aliens float 
around each screen and can 
deflect the hall when you least 
expect it, and bonus capsules 
float intlcingly towards you. 
The latter can provide you 
with laser fire, missiles, speed 
control and extra lives or 
cause the ball to split into sev¬ 
eral pieces. This can be useful, 
but you mustn't forget the 
ultimate aim to keep that ball 
in play! 

Exploding Wall differs slightly 
from its predecessors in that 
the playtlekl stretches over 
two screens, scrolling horizon 
tally as you guide the bat from 
side to side. Ihe graphics 
aren’t as good as the Arkanoid 
scenery, hut are beyond critic¬ 
ism generally and include 
some impressively animated 
fnji symbols on the introduc¬ 
tory screen! Unfortunately, the 
colours and backdrops arc 
identical throughout all twen¬ 


ty levels - some variation here 
would have added a profes¬ 
sional touch to the presenta¬ 
tion, The sound is adequate, 
though only just! 

I And it difficult to get very 
excited about Exploding Wall - 
It’s by no means a bad game 
(albeit not a Karate one!) but it 
offers nothing really new over 
Crack-Up and falls well short, 
in matching Arkanoid on style, 
Not to worry, however -1 hear 
Byte Hack have re-released 
the bulk of Red Nat's software 
range at budget prices, Includ¬ 
ing Speed Run and Screaming 
Wings. If you don't have these 
goodies already, I’d advise you 
to make amends! 

Title; EXPLODING WALL 

Publisher: Byte Bock 
Price: £2.99 cassette 

Players: l 
Loading: T3 '45 1 

Reviewed by Pout Rixon 
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XL/XE TYPE-IN 




Arm O Driscoll presents 
a quiz program for 
children of all ages 


ARNIE is a simple quiz/educational type program suitable for 
children of all ages since you create your own word lists 
according to the ability of your child. The program includes an 
easy to use question maker. 

The aim of the game is to get the little alien, Arnie, from the 
top of the screen to his spaceship, the ARN 1, at the bottom. 

To do this you must move him through a number of doors, 
each of which is unlocked when two questions are answered 
correctly. When you reach a door try and move through it and 
(he first of ( he questions will appear. The answers are given as 
multiple choice answers and it is simply necessary to press 
the number key for the answer required. If both questions are 
answered correctly, Arnie cam continue to Ihe next door until 
finally he makes it out to his ship. 

MAKING UP QUESTIONS 

The disk for this issue contains two ready made question 
files, Kl.JKOCAP, a quiz on the capitals of European countries 
and WORDS, a sort of spelling test using homonyms - the ones 
that sound alike such as they re /Ihere/I heir. You can however 
easily set up your own question files each containing 20 
questions and answers by using the Question Maker included 
in the program. The screen prompts should make this option 
easy to use. even for beginners. 

Questions may be typed in any format buL il all of your 
questions start in the same way. [c\g. Give the chemical sym¬ 
bol for ,,,, What is the capital of... etc.), you should select the 
Fast Entry option and then the opening phrase only has to be 
typed in once Instead of 20 times] 

That s about il the program is simple to use and should 
provide a nice challenge to alt ages, depending on how difficult 
you u sake the questions. You can use it for first reading, 
spelling lesls. foreign languages, in fact any type of learning. 

All you have Lo do is provide the questions and answers. 

The program will work with cassette as well as disk and will 
run on any Atari S-bit machine. 


EI 1 R CH *** 


EO 2 HEM * hRMXE * 

Ut 3 HEM * !by * 

Sft 4 ft£(1 * Arm ti'DriStoU * 

EC 5 REM *--* 


D Z 6 REM * MEW ATARI USER OCTOBER ’30 * 
Eft 7 REM WHHHHHHHHH HHH HHHHHHHHHHI WlCK NI fXH 
NN 6 REM 

KM 2? REM PTrtillHiriM n-KMrfaTTf 
TA 30 H0-20 S LO-3 1 ? : Lft"15 t CLOSE W3:0ftEN «3 j 
4,0,"KI M 1 POKE 702,6*:POKE 
TH 40 DAT=380:PK=4O0:BRK=440:FL5H=450: SCR 
N —470 : fit NK = 4911 : FHfltt-bt) 0 £ IHOUT = 760 
71 50 DIM BL$CL(t3 ,Dft5CL0J ,G2$C253 

, FILES f 141 , MCS €343 : DAS Cl J ; ft(L A3 =r 

SG 55 DIM 5P1$ C5J * 5PZ$ E5J * SP3$ t53 ; SP L$ = l§ 
&&& " ! 5PZS = "ftC3 +A M I 5P3$ = ,r « 

HE 70 DIM OS CNQ*LO) , RS CNQHLA3 , WlS CHQHLA> , 
HZS CHQ*LA3 , AS CLQ3 , B$ (L A3 , C$ CL A3 , 1>$ (Lft3 
, SCS CLD3,FCM03 

MR 75 0S(1J=* 1 " j 0$ <KU*L(i 3 -” 11 : Q S (21 - QS i RS 
-AS ; ; BlS-AS : C.OSUB lOOO 

TM 100 GRAPHICS IBiPDKE 700,13BlPOKC 70?, 
54 ; POKE 7il, Z& ; f»DStf& 

ZC 110 COLOR 43: PLOT l.iUDRAKTO 19,0:DRftH 
TO 19,10:ftRAMT O 1,10:ftflAMID 1,1 
GJ 115 POSIT IQM 5 j 2 “ ? tt6 > '"P 1 a SPaMP" ; PO 

sirioH B,5f? n&;"Make a fi :position 
S iB i? Bft^'end progrsM" 

SF 130 POSITION 2 , 11 !? 06 . ; "C TITTm THEN St 
art" J S CC -139 : GOSITB 160 
MU 135 IF PEEK 1532793 ~G OR STRI&C 0>=0 THE 

n goto Rwioao 

MI 140 IF PEEK 1532793 O 5 AND STICK 103 Oil 
AND STICK (01 014 THEN 135 
IN 150 CC— 32'G05UB 160:CC=139:R-R♦3:IF R> 
8 THEN R-2 

El) 155 GO SUP 160: FOR D=1 TO 25: SOUND fl,3fl 
,10,12:NEHT DiSOUND 0,0,0jO:GOTO 135 


continued 



WHICH HORD MEAB5 TO tmOTE OH TO SUMHQM 

: >" "* \i- ,r > I'K T > . \h > I* 4 jk. J ft [t 

1. SITE 
Z , SIGHT 
S* CITE 
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ARNIE 


Cl 100 cm Oft CC!PiOT 4, H-i s DRftNl 0 16,R-L; 
DftAWTO 16 , R+l. : DflAHTO 4 , R + t : DflAHT0 *,«S 
m TURN 
SA 378 REM 

fp 37 s rem urn 

L5 3B0 0$ CLf?**N-i1 +1 t LOW CM- l 1 +LEW CA$1 ? =a$ 

; H$ IL A*CN 11 U , L A* tM-“l 3 +LEN(B$1 i = BS 
FJ 385 HlS I+1 *LA*CM-13 + LEN CC$3 3 
$;H2$ £LA**N-I3+1,LA*<H-13 + LEN <D$1 > =®s 5 
RETURN 

OH 3?? REM a-liiJjj lJMiLi j; 14-J 
PV 4flft FOR H-l TO LEKISC53:POKE SC+360+W, 
A5C4SC$CH,HI3-3Z 

GT 410 IF J=1 TWHN SOUND OjP.lfl.V^OR 0-1 
TO 20:NEXT 0;SOUND 0,0,0,0 
NT 420 NEKT W:J-0:RETURN 

LT *40 POKE 16,64:POKE 51774,64:FOR F = 160 
TO 0 STEP -4iSOUND 0,P,10,12:HEHT P:R 
ETURN 

PE *50 FOB D-L TO 20:IF PEEK£532791<>6 AN 
D STftIGC®3<>D THEN NEXT OrPOKE 755,2-P 
EEK £7551 J GOTO *50 
HG 460 POP iPQKE 755 * PP f RETURN 
KT *70 GRAPHICS 0iDL = PEEK I 560>+256*PEEK<5 
6U;P0HE DL*6,6 : POKE DL+7,7:P0KE 710,0 
EPOKE 708,54iPOKE 7D0,28 
&X 480 GOSUB BRKjPOKE 82,8;POKE 83„30:POK 
E 752,l:RETURN 

OE *00 FOR y = l6 TO 20:P05ITI®N O.Yi? Bl.S ! 
HE HT V:POSITION 0,16iRETURN 

jr 5ss rem wznxmMXttmuEim 

KM GOO POSITION 0 P 12:? B$j" TAPE OR DISK 
IT/DT ?";BLS E38> 

PM 610 GET »T, tfEV:IF KEY<>®4 AND KEY 0 68 
THEN 610 

PO 615 POSITION 0,12!IF KEY-68 THEN FILES 
Cl, 23 = "0 ! " SGOTO 630 

PR 620 FILES="C; ■'; ? “Insert the tape and 
press PLAY i IF B$tl,iJ^"9" THEN * 

"Mtt ft RECORD"; 

DC 525 ? :? "then press RETURN on the tow 
puter : RETURN 

PB 630 ? "INPUT FiIenaee";BL$C2SI:IF ftSfl 
*13=:"L" THEN POSITION 15,12:? "Ltype D 
TR for file list]" 

LH 640 POSITION 0,15:? **D : " ; : INPUT tlt,6;AS 
fIF A5="DIR" AND &SCl,i3="L" THEN 060 
SM 650 FILES£31=A$iGOTO 60® 

NJ 660 CLOSE *12 : OPEN HZ,0,0,"DJ*,ARM":PO5 
ITIQN 0, 12 I ? '‘PUSH TO CYCLE *T; 

i*om: b to pick M ;uia=-i 

EU 665 INPUT 02,AS:DIR = DIR + 1 : IF LEN CASS <1 
? THEN LN-560:GOTO 030 

oil 670 position 0,15:^ "[jnHE-USai "J aS c 

XJ101:GET 03„ KEY:ON KEY=155 GOTO 688:0 
N KEY=3Z GOTO 665IGOTO 670 
JE 630 FOR N —3 TO 10 3 IF A$CN,N1=" ,! THEN 
FILES£33=A$13,N-13:POP :GOTO 60® 

SH 685 NEKT II; FILES £31 = AS f J , 101 

BSC 630 FILES CLEN £FILES>+11 ^ ARN ,l i RETURN 

VU 760 A-ADRfOSJ: L = LO*NQ:GOSUB 760 2 A-ADR< 
RSI J L = LA*NO:GOSUB 780 i A=fiDR CHlSl !GOSUB 
780:A-ADRtMZSl:GOSUB 780 
HR 77B CLOSE Mi:RETURN 

PE 780 I0C8-B4S!POKE I0CB+2,F:HI=INTCft/25 
63:L0=A-HI»25*!POKE IOCB+4,L0;PONE IOC 
P + 5, HI 

ZU 7SB HIZ = INT CL/256J : L02 = L“25G+tHI2 ;POKE 
IOCP + 8,L02:POKE IOCB + S,HIZfI-USR CAPRT" 
hhhSLOE"!,163 !RETURN 
FH 8SS REM 

HG »B0 POSITION 0,1®!? "0ERHOR "|PEEKilS5 
Ij" at line " J PEEK 1106)+256** PEEK *1871 l 
11 H! Rush a hey" :GOTO S58 
MI S30 POSITION 0,18;^ "HUMber Of files f 
Qund = ";pin:? "Put in another dish an 
d push a hey" 


MF *50 GET 03,KEYiCLOSE MllCLOSE H2:FQP Y 
= 15 TO IS:POSITION 0,Y:? BLS; :NEKT Y:C 
□ TO LN ^_ ^ 

IP 1800 GOSUB SCRN:POSITION 16,8;^ "Prese 
niing";POSITION 26,1;? "a r n i e";? : 

7 

DC 1020 ? " Arrtie the alien tans to earth 
to learn a few things. Unfortunately, 
he fell" 

HF 1830 ? "foul of ja evil wizard who loc 
kedi hin ina magic [prison. The only way 
he can get" 

HO 1835 ? "out is by answering some guest 
inns. It takes 2 correct answers to m 
□ he a door disappear." 

BT 1048 ? ! 7 " If you PLAY A GAME yO‘6 can 

help Arnie i»et back to his ship by s 
electing the" 

yy 1045 ? "right answer for hin. if you H 
AKE a FlLEyou can set Up a record with 
different" 

gc 1058 ? "questions and answers s " tP 05ITI 
ON 16,2 0:? "Wait a jiffy * , * 11 
6D 1060 NB=152;POKE 106,KB“1:RAMB-«B*Z56 
BP 108O RESTORE S8O0:FOR H-l TO 34;READ M 
C:MCSIN,N3=CHRSCMC! INERT N:K~USR£ADR CM 
CS1,RAMB1 

FB 10S0 FOR N-l TO lZ*8:ftEAD DTAJPOKE RAM 
0+16-1+N*DTAfPOSITION 27,20:? INTC12-N 
783;" ";:NEKT N 

Zl 1180 POSITION 18*201? "Press t 

o begin"fPP=PEEK£7551;GOSUB FL5H:POKE 
53275,7 : RETURN __ 

F6 200® GOSUB SCRN!POSITION 25,1E? "play 
a game"!POSITION 0,4:? DA$;? "Move Arn 
ie with the joystick, Bring him" 
su 2010 ? "TOMARDS a door to make a guest 
ion cone* Select your answer by pressi 
ng 1 2 or 3" 

ST 2028 ? DAS 3 IF G = 8 THEN ? "YoU must loS 
d a question file first - , 7 0AS:GOTO 

2080 

RK 2830 ? "Use the sane question file IV/ 
N3 ?"e? OA? 

JU 2040 GET t*3, KEY; IF KEY<>7® AND KEY<>80 
THEN 204® 

BU 2850 POSITION 35,S:? "NO";IF KEY-8S TH 

EH 2106 

LY 2080 L H-2DB0:TRAP S«0:B$-"LOADING FROM 
"1GOSUB FNAM:OPEN Mi,4,0.FILE5EF -7 :&OS 
UB INOUT 

TS 209S REM - GAME SCREEN - 

GN 2100 GRAPHICS 1;P0KE 756,RAHB/256:POKE 
752,1!DL=PEEK15683+256»PEEK £5613 SSC=P 
EEK £885 4256+fPEEK £8S) :P®KE DL + 23,2 
AO 2105 POKE 71®,0!POKE 7ll,5*!P0KE 70®,1 
36!POKE 780,28 

DJ 2110 COLOR 2!PLOT #,0;&RAHTD 13,0:DRAH 
TO 13,16;DRAWT 0 0,16;DRAHT0 8,0;COLOR 
36;PLOT 12,16:COLOR 2 
BJ 2120 FOR N-Z TO 14 STEP 2:PLOT 1,N;8RA 
HT0 12,N:R=INTCRNDC8JP101+2:COLOR 36SP 
LOT ft,N:COLOR 2!NEKT N 
MB 2125 COLOR 133:PLOT 0,28:DRAHTO 10,2®: 
POSITION 15*16!? 06;"X ";€HH$£131 i " K" 

;POSITION 15,15 

UZ 2130 ? 06;SP2$;POSITION 15,1*:? «6;5P1 
$!COUNT-0 

EH 21*0 K2E = 1! Y2 = l ; FOR N = 1 TO NO ! F IN3 =8 5 NE 
KT N:H-0;GOTO 2280 

FF 21*0 REN - PLAY LOOP —— 

AT 2150 S-STICK £03 :IF S = 15 THEN 2150 
YU 2160 KZ=K2+(S-7'AND K2<103-IS=ll AND K 
2>0>!Y2=Y2+CS=13 AND Y2<l73~IS=l* AND 
Y2>1» 

continued * 
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\RNIE 

i -—-------- 


PY 2170 PQ SITION KljVli? «6 ; BL $ ( $ 91 ; IF Y£ 


PO 502K IF KEY=27 THEN 100 



=17 THEM W^lfGDTO 2400 


j Yj 5®40 0SC13-" " ; OS ENR*L03 =" "*: CtS 1 23 =QS ! 



*5 2200 LOCATE H2.V2.C 


RS = 0$ : WlS-RS ; |*2S = QS j 019 = 09 ; IF KEY=B3 T 



"VC 22Lft tf C=2 Oft C = 36 THEN ^>0 IIHI> e,lS* f | 


HEN 520® 



®,B!FQR 6 = 1 TO 20:N£KT D1 SOUND 0,0,0,0 


JC 5050 POSITION 30,5;? "FAST":POSITION 0 



i K7=N1:Y2-YX;IF C=2 THEN 2266 


,16:> "input the COMMA® phrase Cnax 2S 



AT 2 Z 70 If C = 36 THEN POSITION MI . Yl : ? 86; 


Chars]f"i? :INPUT 816;019 



CURS £j ,¥lj : IF COUMT<NfI THEN GQSUB 2300 


OL 50S5 IF RlS="" Oft l-fe’N IPlSl > 25 THEN POS 



ON 2250 POSITION K2,Y2;? BO;CHB9fI313:K1= 


ITION 0,lfl;? "0" ;BLS;BL91GOT 0 5050 



HZ iYl-yz:GOTO 2150 


6060 Q1SCLEN £0191+13 =" ";G0SUB 0LNK ! FA 



HH 2255 REM- -- ASK QUESTION- 


5T=1 



JM 230 0 QttIHT CRNQ tOJ KHD + 1J ; IF f(Q] Oe THE 


BK S2B0 ? CHR9C12S3j"RECORD NUMBER; "!? D 



N 2300 


AS C203 !IF FAST"! THEN ? 019 



PL 2305 = CLO* ¥Q-U + 1 r LG»Q} s P = 4fl : U-X2 


IM 5210 POSITION 0,15!? DA $ : F OR N = 1 TO MO 



:J=13GOSUfi PK 


^POSITION 15,0:? N 



LO 2310 ? " 1* iON «Nt>(B3 >0.66 GOTO 232 


OU 522® POSITION 0,1®!? "INPUT THE 0UE5FI 



0 3 ON «Nf> C0> <0.33 GOTO 232S 


ON;";? :INPUT 816;AS:IF a$="" THEN 522 



MM 2316 ? WZ9[LAHCtt-lJ+i,LAftRl 3? " 2. ";R 


0 



9[LA*Cf»“lJ+l,LA«Q) i? " 3. Wi9 t* A*CR- 


FC 5230 POSITION 0,4:? A 5 : GOSiiB BLNK 3? "C 



1>+1,LA*G5 ;Ft«5=2 ; GOLD 23 30 


ORftECT ANSWER: INPUT BS3 IF 09 = "" TH 



HK 2320 ? fr$CLA*t(t-13+l,Lfl*09 ;? » 2. "jHl 


EN 523® 



$ tLfl*£0-U +1, LA«QJ ; ? ■■ 3. ,H j W£$ CL ft* [ft- 


KR 5260 POSITION 0,6:? "RIGHT ANSWER: ";B 



11 +1, L A*0J ! F CflJ =1 iGOTO 2330 


9: GOSUB BLNK!? "FIRST WRONG ANSWER 3 



BN 2325 * Wl9[LA*C®-iJ+1,LA*03■■ 2. ";W 


: INPUT C5:TF 09 = ’"" THEN S2 60 



25 ft. A*£ 0-11 +1 , LAW03 ; ? “ 3 , f "; R$ £1 A* Cff- 


CJ 5270 POSITION 0,B:? "WRONG ANSWER: **;C 



11+1 : F (QJ -3 


9:GOSUB BLNK:? "SECOND WRONG ANSWER 3 " 



MB 2330 POKE 764,255:GET 8J,K:IF K<49 OR 


j ;INPU T D9;t F d5 = "" THEN 627® 



K>51 THEN 2330 


JK 5280 POSITION Q,10;? "WRONG ANSWER: "; 



TU 2335 SCS-HLS:OOUNTuCOUHT+l■POSITION 20 


l?9 3 GOSUB BLNK;? "ARE YOU HAPPY WITH TH 



-COUNT,20 3 ? 86;BL9C37J 


IS RECORD IY/N1?" 



FL 2340 ft=K-45 ! POKE 656, Hi? CHft9 IB 7 ) ; ; IF 


CK 5290 GET 83, KEY! IF KEY0 7B AND KEV<>87 



H+1=F<QJ THEN 51 = 51 + 1 : P = 15 ; 5CS-""COftllF C 


THEN 525B 



T!":GOTO 2368 


NU 530O GOSUB BLNK;FOR Y=4 TO 10 STEP 2:P 



HT 2350 SC9="H0, IT‘5 " : 5C 5 £101 = RS (L A* CO- 


OSITION 8,Y:? BL 9;NEXT YlPOSITION 0,16 



11+1,LA*®};P=B0 


: ? BLS 



FI 2360 SOUND B , P , 1 0,12 : SC9 f 26i = " [ PRES S 


SU 5310 IF KFY = 7B THEN FOR D=1 TO 25 J SOUR 



FIRE 3 "iGOSUB PK!FOR D = 1 TO 20sHEXT D: 


D 0,50,I0,12:NEKT D:SOUND O„S,0,ft:GOjO 



SOUND 0,0,0,0!SC9=BL9 


5220 



¥0 237# IF STRIGCOlOS THEN 2378 


KP 5320 IF FAST=1 THEN 029=QlS:019CLENtQl 



US 23*0 ? CHftS C1251 ; : GQSlJtt PK I IF Sl=2 THE 


93+11 =A9 : A9=®19 : (li9=ll£9 



* 51 = 0 ; POSITION Hi, YU 15 ? H6 ; BL 5 C39 J : ft 


FF 5 3 3® GOSUB DAT IFOR B=± FO 15;S0UND 0,2 



eturn 


0,10,12;NEXT D:SOUND 0,®,O,0:N£MT N 



UN 2350 IF COUNTING THEN 2300 


ZG 5400 ? cmi9 (12S1POSITION 24,1:? "sav 



PF 2395 POP !GOTO 2460 


e a fiJe ":position 0 , 4 ;? daS 



QG 2399 REM GAME OUER -— 


OE 5410 POSITION 5,5;^ "HOW let's save th 



WR 2490 FOR H=12 TO 17;POSITION M H 175? 86 


esc records 11 :? DAS 



} CH&9T1315;:SOUND 0,50,10,10;FOR D = 1 T 


NG 5420 ®9= ip SAUING ON" ? LN =54 80 : TR AP 709 S G 



0 10 INERT DSPOSITION H,l? 


OSUB FNAM!OPEN 81,8,O,FILES;F=1±;GDSUfl 



UR 2416 ? 86;BLSC39J;1 SOUND 0,9,0,9;MENT 


INOUTIGOTO 10® 



H 


FY 7555 REM 1 III 1 1 1 I'M 1 lilifc»M 



LH 2420 FOR ¥V=14 TO 8 STEP -1:POSITION 1 


HY 8000 GRAPHICS OsPDKE 752 J O:P0KE 8£,2:E 



5,Y¥;2 86; SPl£ ; POSIT ION 15,YY+1;? 86 J S 


NP 



P 2®!POSITION 15,YY+2;? 86;SP3$ 


CS B555 REM J:M;i 



DG 2430 FOR 6=1 TO 15:NEHT D:POSITION 15, 


RA 9090 DATA 104,104,133,207,104,133,206, 



YY+Z:? 86jDLS[353!POSITION 15,Y¥+1:? V 


169,0,133,204,169,224,133,205,162,4 * 1C 



6 j BL9 C3S3 


0,O,177 



RU 2440 PE=PEEKC70B1;SOUND 6,YY*6,10,12:P 


LT 9S10 DATA 204,145,206,136,200,247,230, 



OKE 70S,PEEKC7893:POKE 709,PEEK£710J;F 


205,230,207,202,290,242,76 



OK E 710,PE 


sn 5 017 reh mziMAiixmaiMiMm 



UL £45# NEXT YY;POSITION 15,®:? 86;019[35 

3 


DH 704O DATA 256,255,136,25G,34,259,136,2 



SB 246® SCS-"0RNIE SAYS THANKS ft LOT AND 


5 J 

DM 7650 DATA 24,255,2A9,255,175,255,36,23 



G00D0YE"3 IF MOi THEN SC9 £ 123 = "T■ H 5TU 


1 



OK HERE SO,," 


GJ 706® DATA 0,0,256,255,243,243,255,255 



MC 2470 J=i;6®5UB PK:? CHB9C1253!PONE 657 


UK 707® DATA 126,126,24,24,24,24,126,126 



,6:? *' + PR E SS FOR THE MENU" 


VD 5060 DATA 256,255,195,175,195,195.255, 



FZ £400 PP=P£EK[7551:GOSUB FLSHIG=G+1tGOT 


255 



0 100 


&S 909® DATA 0,24,24,24,0,0,0.® 



BS 4557 REM HIW | | | 


SL 7100 DATA 255,132,101,IB!,132,181,ifll t 



ON 5008 GOSUB SCRN:POSITION 25,1!? 


255 



4 f i 1 e" 3 POSITION ® , 4 :? DAS ; ? "‘Mdk0 a f ; 


SS 7110 DATA 255,46,102,162,22,214,214,25 



ile of 2S rpcords and save thOM 11 


5 



MN 5010 ? "on disk/tape, select fast node 


BO 7120 DATA 265,255,145,40,2®,52,164,164 



i+ all your questions start in the 


KM 9130 DATA 255,243,251,251,251,251*177, 



sane way," 


255 



MY 5015 ? Dfl5:? “Fast pp slow node? rF75/ 


QZ 9140 DATA 0,0,8,0,0,24,24,46 



ESC 1?";? DA5:FAST =0 


RO 9150 DATA 126,66,126,66,126,65,126,66 



If 50Z0 GET 83 , KEYI IF *EY<>?ft AND KEYO&3 




L 

AND KFY<>27 THEN 602® 

- 

• 
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FOR SALE 


1029 PRINTER: Exce lenl condi¬ 
tion with dhbons. loads of caper 
and Fonl f V chip inslatled All fully 
boned with manual. Egg Ptione 
Oarran: 081 534 3013 

VARIOUS E-BIT: SQOXL keyboard 
llaultyj, remote control joystick. 

1 010 laps. 1 02? printer |needt 
Attention). fu i instructions, acces¬ 
sories Included over 50 lope 
games Midnight Magic POM. £30 
0 . 0 . 0 . Of win swap lor 1033 printer 
1 working}. P”one 0732 S53708 

65XE. Computer wilh Data Recor¬ 
der 1050 disk drive. over £250 
woi It" or magazines and suitwaru 
Soiling lor £200. Buyer must col¬ 
led Contact Glenn or* OB l 804 
7020 after 7 pm. 

ATARI 130XE: 1027 printer 1U5Q 
disi! drive, 1010 data recorder, 
touch lobict. Quick Shot n icystick 
many tents el software plus DOB 
and SO dlarV dsks. Tei 0533 
6032’iG (11 am. la 4 pm.j 

XE SYSTEM: 130XF 1050 diSM 
drive 1029 primer. |QyshCk. irack- 
pan soq 4bk system, sio disk 
drive joystick, carlridges leads, 
manuals, software and docks lor 
both. £400 Ihe ;dt or will split by 
system. Tel Reading |0734) 
34C993 evenings 

XE GAMES SYSTEM: 65XE da 
tund 0OD XL 1050 drive, 1029 
primer, light cun SpartaDos X 
;ROM) DOS'2.5 3 C 4.U U.S. 
Doubler software imp- MO®, TP. 
•Starquake Mercenary. FS2 on 
ROM. many gibers mags, an wilh 
nslrudlons, £300 ihe tot. Phone 
Andy cn 10582) 37603, evenings 

ECOSYSTEM: Atari 000 with 410 
ann i050 drive (US Doubler} and 
■$50 interface and over 150 disks 
£230 0 n .0 Call 021 440 4623 

130XE SYSTEM: with 1050 filled 
wit- Double"- and 1 W P switch also 
Brother HR3 orir1e r w 1h interface, 
lots ol dusks, two disk bones, joys¬ 
ticks, books and mags, £350 0 n 0 
Andy 051 793 7705 

LIGHTGUN- With Bug Hunt car 
Irdge used arty once. £25 Please 
contact Richard an 03C678 327 
(after 0 pm i 

MAGAZINES: AI PAGL 6 iiitiyn 
sines (44;.. ijrst issue io fate&i. plus 
an Aian User magazines f43; io 
last one published H ghesl ofler 
secures Write to George al 23 
Longhouse Lane Pc jHon Nr. 
Blackpool Lancs FYK 3DF 

XL SYSTEM; SOOXL CPinpuler. 

IQi 0 tape recorder (missing pause 
butt an], 1050 a sk drve vuilh IS 
Plane enhancer loach rabiel 2 
joysticks, computer desk over ISO 
disk? and cassettes, Alan User 
magazines issues i to 44 -NtEW 
ATARI USER!. Sail tor E320 e.n.c. 
Tei Jonalhon on Alton (C4201 
36095 after 5.33 pm 

BOOKS: De Re Alan, £10. The 
treat ve Atari £5 Tech Rel 
Nciea. £it>. Aian Basic, £5- Map¬ 
ping The Atori (revised}, £i0 Atari 
Games and Recreations.. £5 

Buyer pays postage. Phone 
George or: Blackpool (0253) 
831019 


ODDS AND ENDS: Paperbacks 
tor Atari GM-SDQXL seme PAGE 6 
PD disks, 0OOXL power anil and 
modulator, Ferguson MCfll com¬ 
posite video 'ead every atari 
USER smee December 1305 . 

5.25" disks. OMers? Tel. Michael 
Newman (0245 1 200063 

a r ahi $0i>: $4k plus 4io cassette 
and 1950 dnve (US Doubter) and 
E50 interface plus ISO disks ard 
manuals, Offers please! Call 021 
440 4623 

XL SYSTEM. GQQXL ard XFF551 
disk drive used only tor lestinq an 
abandoned hardware project. AH 
b 0 *ud wilh alii manuals. £135 
ovno Please write: Fred South- 
well 40 Downsview, Smaltdcle, 
West SusEes 

E5-XE COMPUTER: Wilh XC13 
dalacorder. joystick and over £50 
worth or software Sllli with original 
bo* Driers around £103 please. 
Write to Karl Thwaries 20. Alder 
Hey Read Sr. Helens. Merseyside 

PRINTER PLOTTER: 1920 model 
in excellent condition with spare- 
colour pans and papei rolls. iri ori¬ 
ginal packing £50. Tel 021330 
3319 | Birmingham) and ask lor 
Martin 

XL SYSTEM. HUOXl XC-data re¬ 
corder, over £150 woflh m soft 
ware ptos tols or magazines, £S3. 
Tel. Plymouth (0752 1 550367 aller 
4 pm 

XL SYSTEM: 0OOXL. 1059 disk 
drive. 1019 recorder and software, 
£120 Graphic Al primer ini enlace, 
£15. ATARI USER. May S5 to July 
’90 <51 issues). £15 Ring 0634 
(Medway) &GGM9 

XE SYSTEM: 13QXE, 1050cfak 
drive With ISP Plate, 1920 printer 
410 recorder. Toim sy&l&m with 
loadsd games, trackball, joys¬ 
ticks, elc. we! over £1 .COO of 
equpmerl pull out desk and 2CT 
colour TV included. Price £399. 
Phone (06361 £252$4 tortgrtoer 
detoits 

XL SYSTEM- 0O9XL. 1050 tape 
deck, 1D29 printer, joysticks, a 
Alan User mags from Issue 1 Io 
dale. Plenty d software. PC forces 
sale 1 £225.90 Phene 0702 552603 
(evenings) 

XE -SYSTEM: 130XE -SIC driite. 
XC12lape deck. 1029 orinter all 
boxed Over 200 lens □' software 
on disk, tape and ROM plus disk 
storage box. Tel. (0254| 240649 

1610 RECORDER: For Sale. £19 
Ala iiWi iter pits. Autoduel Silent 
Service. Solo Flight. Spy Hunlur. 
Jewels of Darkness and Others on 
disk. Kenny Dalglish. Decathlon 
Krck&tert and clhe-rs on lape 
Phone Stephen 0243 373695 

XE SYSTEM- 130XE, 1059 disk 
drive 1010 data recorder, 1027 
printer (tempren-entall. scare 
3Q0X.L, lols of software, £175. 
Migfit split Phone Bures (0787) 

227 907 

SCANNER: Signs Cc btt Hand 
Scanner (400 dpi‘32 grey scales! 
wilh Augur Optical Character Rec 
Qgmlicn aria saftwafe. 12 nvorilhs 
otd. perfect condition. New price 
£016. Accept £395. Tel. R. Malhe- 
son 0771 5 71$ 


XE SYSTEM: 05XE, XC12 data 
recorder, joystick, over £300 worth 
ol games, tapes gncJ ROM car¬ 
tridges. Fully honed with manual 
and some copies 01 Atari User 
Nearly new, hardly used £133 
o.n.c Phone Craig on (06-1) 076 
0302 alter 4 pm 

XL SYSTEM: SOOXL with 1010 
tape recorder and joystick over 23 
gan et. TV adaptor only £50. Ring 
iOB65) 8G3402 

XE SYSTEM. 1 050 drive. 1 010 re¬ 
corder (no keys). 1027 Hauiryj, 
disk software, tape software 
ROMs 31 blank disky. tots of slulf, 
£209 the lol ar phone |0782) 
658700 lor prices. Buyer collects- 
or £4 50 p$p. Ask for Peler 

t(iz& PRINTER: For Mde e*cei- 
ent condition with ribbon, oemos. 
oads of pape-f and font iv chip 
lifted aii bosed with manual, £30 
Phone Darren on 001 534 3013 

SALE: Changing over to tote ST 
everylh ,ng musl go, 105D disk 
drive to disks, cassette recorder to 
cassetl&s. 050 miedaoe. gig disk 
drive, dd GOO computer (needs 
aiternian), any alters? Ring Jim. 
Wigan 0942 493000 

XE SYSTEM. 130XE witoOmni- 
men 1 050 with warp board and 
write p*otecl XC-12 touch ia.biet. 
books, manuals, till ALari User 
maps. £250 software. Ids of disks. 
Sell tor £200. Tel. O&OG 39722 

XL SYSTEM; 80UXL, 1050 disk 
diive 1029 printer, dust covers 
AlariWriter Plus. AcLdn (cartridge 
and book), Alar Microsoh Basic, 
ell manuals, books (Mapping The 
Atari, Alaii Graphicsl, 25 PAGE S 
Issue disks and magazines, ever 
50 blanks and games disks, touch 
tobtet and Alan Aftisl, £200 Tei 
071 733 5137 after 7 prn, 

XL SYSTEM: SOOXL, 1010 tape 
reoorde r . manuals, cadndges 
I LOGO. Pole Pos.lion. ?47 Flighl 
Simutolorj programs and audio 
inatenais (hwitallan to Program- 
1 T 1 -ig 2 find 3). Touch lyptng qnd 
games, £50 Tei. 071 730 5137 
•after 7 pm. 

PRINTERS AND XL: 1029 dot 
malm arto 1027 LG printer. £60 
each 60C-XL computer with 10 /s- 
lick and cartridge software, £50 
Ptione Ray on Reigele (9737; 
241832. evenings 

BOOKS: Beginner to advanced 
me. Tech Ref. Notes, £5: Alan 
Basic Source, £5; Computer Am ■ 
matton Pnmer. £s S-AE for full list 
Or tel. 9703 750629. Rob Breeds, 
17. Pitlarielc. Cockade. Swindon 
SNGGAN 

XE SYSTEM: G5XE XCl2raara 
recordnr poysftckwith 60-t- games 
worth over £290 plus books, and 
magazines. AH tor £60 or lower. 
Buyer must collect ft possible. Will 
soliL. Phone Boris on C208 7475G5 
after 5 pm. 

8 -BIT BARGAINS: 010 dtok onve 
with Archiver chip. £49 650 inter 
lace. £30 Touch Tablet and Artsi 
cartridge. £15. Atariwriter Muse 
Gornpc-se r Icarifdgesi Macro 
Assemble: |-disk; Quicksiiol Turbo 
joysheto' Atari Patsdles - all al £5 
each! Tel 10242)510434 


X L SYSTEM: 000XL 1 U03 drive 
1 0i 0 cas&efte with Rambn conver 
ftign, many games corv^efted toad 
to seepnds rather than minutes, 
games uWiliss on disk. 30 Ateri 
Users. £200 Tel John 0903 
315240 

HAPPY XL SYSTEM: BOOXL 
1059 d*sk drive with Happy enhan¬ 
cer toStol ^d. 1019 ‘-scorde-r, 2 
joystkfks. l2&dssks, mouse and 
extras. E2C9 o.n.o. Tel 0782 
312662 

SELL SWAP. C64 1541 D.'D, 

MPS 601 printer. tN2. Dragon 432 
■ 1 - recorder, manuals, Panasonic 
6S0 video. Eumig Projector, olher 
He tis. Heed Alan 1 050 o‘-sk drive, 
A or 2002 scanner or * .h y. No 
callers. Lefterg only ;o Hamilton. 

25 Belvedere Place. Dublin 1. Eire 


WANTED 


BOOK: Revised Mapping The 
Alan, must be in eondibdu 
VYi i (toy up to £17. Write to Trys- 
ian Negus. 23 Newbridge Way. 
Truro. Cornwall TR1 3LX 

T950 0REVE: Wi I exchange 1c.' 
Sqalectric Metro Turbo Race Track 
tooxedi. Disk musi be to good ceo- 
dltton with manuals. Coni act Gra- 
"■am Storar on 0560 038DG 

DAMAGED ITEMS: Cheap dam¬ 
aged 1 050 or SOOXL tor spares.' 
repo r Phil Cooper 0302 504^ 0& 
evenings. 03' 566 6-005 daylirTte, 
90 66005 railway. Al&a contact 
wilh ser ous 0-btt users East- 
borne. Groycon or Brilish Rail 

eOCl: Old 803 req..,.rec :nor SOOXL) 
Good price paid acodrdind to C&n- 
diton Any RAM &«zc okay. Must 
bo in gpud COndikdri wito nu Taulls. 
Please ccnlac! Robed on Bristol 
10272) G77237, Friday, 1 Sundays or 
any evening until 11 pm! 

photocopi,e$: CooW anyone 
send me photocopies of DISPLAY 
LISTS pan 1 and 2 1 dm Issues 18 
and 19 al PAGE 6 rj Plea^t: send to 
M-. P. Acarr>s. 29 Marti4( Grove. 
Eillesley. Birmingham Bl3 QRP 

ATARI HARDWARE: Any faulty 
naroware welcome especiariy disk 
drives Up to £29 plus p8u will bu 
gaid Gorttact Mi <e on 0734 
033000 (answerphona) or write 1o 
38 Hunters Hill. Eiu'-ghfield Comn. 
Read ng, Berks RG7 3HN 

1029 PRiNFER: Required with all 
leads and manuals, must be in 
Greater Manchester ate a P ug 
Anthony on (061) 248 7093 

ADVENTURES: Alerna:e Rea ly 
The Dungeon or Ultima III or IV 
Please help fl teiow advenuirer. i 
will poy wen Phone Julian, Worth 
100 (0909) 506866 

MANUAL: Cperating manual tor 
the A:an 65XE XC12 lap? -deck. 
Can anyone help 7 '.Vas ncl sup¬ 
plied when purchased and I am 
having difficulty in learning 
machine, used copy accepted 
Contact. Mrs P P^cNSb. 1 32 Fores! 
Roue. New Clterton Nolls. MG22 
0OS 


PRINTER: 1027 or '32S printer 
wanted Korn or Hertlcrosh ve 

areas. Pbone (0892) 22036 

130XE: Can anyone help- 7 I'm 
alter a working I 3QXE only, no 
games, so I donj have to lig'nl the 
children for theirs Write to Mr P. 
Adams. 23 Marlclitl G r ove. B iles- 
ley, Birmingham Bl3 ORP 

LEADER BOARD: Copy ol Leader- 
board lor XE, disk or cassette wan¬ 
ted. Have tried U S Gold but toey 
don't want 10 know Tel 3463 
7932S9 (ewamngs) 

DATA RECORDER: Musi be in 
fully working order lor XE games- 
system, £35 ma*. Seiler must do 
Irtef Conluci Darren P. Chenery. 
24. Moore Park. MaJtaham, Easi 
Sussex BN27 2LJ 

DISK DRIVE: sQM musl be mmr 
also rare games, Gyrusa. LJtlima 
tV, Gremlins, Karateka, AquaKon. 
Sentinel Raid Ove T Moscow. Uni 
verse Phone Paul on (02C7) 
237508 jaltor 6 pm.; 

LOCQ-: Has anyone got Ihis gamte 
by Al gata Software that they are 
will ng to sell lor under £2 II so 
contact Steven 6423 069127 

HamTEXT: Can anyone tot me 
have u copy Of the H amleitt prog¬ 
ram lor RTTY- C.W. ■ ASCII? 

Mi ne has gol corrupted Disk sup¬ 
plied. Ring Harry cm 0 473136 

TANK COMMANDER: Has any¬ 
one gol a copy cd this game on 
cassette Ihey are willing to sell me 
Contact Tony on 0293 77495b 

VtlARGAMES: S-lmlegy nO■ :|;.irnr■; 
by SSI. Disk gnly, iqir price paid 
lor games suen as Broadsides 
Computer Ambush, Kampignuppe 
etc Musi tiave rules Write lo S. 
Ere't, 40 Sharpies Road, Walso- 
nia Victoria 3007. Australia 

MISS pacman. Has o-nypne gat a 
copy 01 this game on ROM who 
would tte wfllng lu sell il to n o lor 
£7.50 inc postage 7 TbI Liverpool 
1-351; 922 66G4 ask for Paul 

HANDBOOK: Who's gc-1 toe hand¬ 
book tor the 0QOXL, phPtoCdpy or 
dngmai accepled Tm willing io pay 
shipping cosls Amokl Bonlsema, 
WibetHheord 366. 9736 nd. Gro¬ 
ningen Holland 

DISK DRIVE: Wanted 1Q5D disk 
drive for studenl on E.T Must bd 
in good working ordor and around 
C5Q. Pt»one Paul on 3533 356507 
1 even mgs) or wrfto 21, Modbury 
Avenue. Leicester LE4 2PY 

VOICE BOX II: Need disk software 
for lbs, cannol locale suppliers. 

Will pay tor hack up Lost ongioo: 
disks some vests back Coniact 
A L HapOr 17. EdgoCorne Grove 
Darlington. Co. Durfiam. Tel. 0325 
352805 

CASSETtE DECK: Wanted 1010 
oas-selte recorder with leads, will 
pay £20. Coniact M. McGinlay. 

121 Bemeray St Glasgow or 
phone 841 772 4458 

MORE 

OVERLEAF+ 
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An audio tape that shows you how 
you can make music with your Atari 

John S Davison’s hour long tape takes you through ail 
the stages of music making with your Atari from Music 
Studio on the 8-hit played back through a TV up to 
Steinberg’s Pro 12 played on a Yamaha YS-200 

Discover just what sari at music you can make - without spending a fortune! 
The WORLD GF COMPUTER MUSIC MAKING has been designed to introduce 
users to computer music making at an affordable level Unlike other music 
tapes which are composed with thousands of pounds worth oi equipment, The 
world OF COMPUTER MUSiC MAKING shows you what you can achieve with 
low cost software end a Midi synth Ilian anyone can afford - the results are 

quite impressive!! 

Side A covers music making on the XL/XE 
Side B cavers more advanced music on the ST 

WARNING; After hearing this tape you wifi went to make music on your Atarii 

Price £3.95 inc. post & packing in UK 

Overseas please add; for postage 
Order from 

PAGE 6, P,Q, BOX 54, STAFFORD, ST16 1DR 
Telephone 0785 213928 
Access or Visa orders welcome 


BACK ISSUES 


Tfte/ollouring back issues of 
NEW ATARI USER are stilt available 


Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 


Issue 39 
issue 40 
Issue 41 
Issue 42 
Issue 43 
Issue 44 
Issue 45 


DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

RACK ISSUES are £1,75 each in the UK fine, post & packing:), 
£2,40 for Europe or surface mail elsewhere and £3.50 
for Air Mall outside Europe, Prices include postage 
ISSUE DISKS ate for any 4Bk or 64k 6-bit Atari 
Each disk is £2,95, Postage FREE in U.K. 
Overseas add £1 per order [any number of disks) 
Send your order to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND, 
ACCESS and VISA accepted. Telephone 0785 213928 


contact extra... contact extra.. 


PRINTSHOP; Has anybody go? a 
copy wlh documenlalion lor safe? 
Fl&a&e writs 1& D Fogarty, 15, St 
Martins Class Barlcrd-St-Marlin, 
Salisbury SP3 4AX or phone 
£0722) 7441 $2 

SSJ GAMES’ Anyone willing lo go I 
the following SSI games: Shiloh, 
Mech Brigade. Sons of Liberty. 
Chickamauaa Alan consider other 
SSI war&ames f*i. (07931 5i 1360 
lever mgs) of write 1o Pat 
McNaroee 13 Roundway Down. 
Swirdon SN6SNT 

DI$K DRIVE: Warned Irom any¬ 
one in Essex mniess wil ng to de¬ 
liver!, 1050 C)i 5 k dnrve n good con- 
dilion. Will pay up to £50! Phene 
Sieve between 6 pm and 7 pm ■ 
0260 756052 

104O5TFM: Wanted. STFM only, 
no soliwars requ red. Also require 
cheap dpi matrix printer 1o gp with 
il, «nu£i be- n good order. Pntme 
Andy on 37605 (evenings) 

plotter PENS: Can anyone 

give me the names and addresses 
oi suppliers oi ploiter pens lor ihe 
1020? Write to Michael Flanagan, 
34E Si OiEitlS Fields. SwanlQw 
Drive, Winsford, Cheshire CW7 
1LQ 

PRINTER INTERFACE; To Odn 
reef Irom a FAC IT 4010 primer 1c 
an Alan XL computer. Good price 
paid. Phone pg-ren oei 534 3013 

XE.'XL SYSTEM; 800XL Or 13DXE 
whh 1 050 or XF551 disk O r ive. Will 
pay reasonable price Write giving 
details to D. Hutchinson, S, Lime 
Tibej G'-ovu. Selbv. N. Yorkshire 
YW §XT Ail lerters answered. 


CONTACT 


PENPALS: Cn'linr; all 0-bt usgrg. 
My rsnm is Mark and 1 own ari 
0OOXL. 1050 disk oklwe and XCi2 
tape and would I ke penpals lo 
swap hinls, tips etc with All letters 
answered, sc- don’t delay, write 
today to M Smite 133 . Andover 
Road, Beslwood, Notts NG5 5FD 

HELP LINE:Get a gameIco 
hard" 7 Why don't you drop me a 
line. I've tips, and cheats and maps 
For mosl games arid adventures 
Wriiie to 138- Tpwngilieid Road 
Westhouahton Nr. Bolton BL5 
2NT lei 540725 any time and a&w 
tor Dean 

XL-XE PENPALS: Hallo! I would 
nk* 10 hear bom any b-m users 
■who are interested vn all types of 
software. adventures. arcade 
games etc. Write to Geraldine 
Kinane. Teampall Nua. Temple- 
ne'e. Greengoe, Tipperary Town, 
Republic oi Ireland 

PENPALS: I have a 13QXE end 
tape deck and wanl to swap hinds 
and games with anybody in Ire¬ 
land contact Lam Dillon. 6. 
Ceanncora Lawn Boreermanna 
Road. Cork 

55XE PENPALS; I’m 21 and my 
son 15 2 and we'e ike 10 hear from 
anyone with any hints or lips for 
games or anything educalionai All 
fetters answerEd Any he p appre¬ 
ciated PIOuSU write to Sura, 70 
Cash's Lane, Foleshill, Covenrlrv 
CV14DT 

6-RIT USERS; I am Gary Smith, 
age 10. I own a 3O0XL and 10t0 
recorcter. Could someone be my 


penpal 10 Swap advnte, hints and 
Sips. Please wnte to Gary Smith. 

5t B&aredcwn Roac. Eggbuck 
land, Plymouth Devon Pl5 5TR 

DUTCH PENPAL: Amok! is look¬ 
ing for somebody So swap listings 
and games with he’s get a lew- 
games (1C|. Software tor the XL is 
hard to gel in Holland you know! 
Games an tape! Anyone interes¬ 
ted? Write io Arnold Eonlsumu 
Wibenahaerd 36$, 9736 nit Gro¬ 
ningen. Holland 

TURKISH PENPAL: hello friends! 

I am Umut Oguz Celeni, a 17 year 
old Alan user. I am interested In 
Assembly language. Basic, Simula 
lions, adventures, shoot-snr-ups 
arid ulililiOS II you want Id have a 
good oontacl write to me al 
Sarayardi Dad Emek Apt. O.O, 

K:3, Agnaden, fetenbul Turkey 

HELP WANTED: Have- |us? got a 
13DXE and need help in program¬ 
ming etc. Write to Genaldine 
Kinane Teampall Nua, Temple- 
noa, Gteenano Tipperary Town, 
Republic of Ireland 

XUXE USERS: Male or female 
computer enlhusiasls to swap 
games, hinls, help with various 
acveolute games. Please write to 
me Eve Jordan. 4 Easl Avenue 
Exeter. Devon EX1 2DY 

SOVIET-BRITISH LINK: I have an 
Atef &5XE used in u YOuLh Centre 
in Irkutsk Eastern Siberia and 
wou d like to conlact people who 
could help io make educational 
computer programs for teaching 
English as 0 second language " 

i ESL'l Please mile to Michae 
ivoryadkin, Krasnoka&achya 
Slreet 2-24. 66-1007 Irkutsk, USSR 


NEW USER GROUP: I am lorn ng 
a new s-bn user group wo have a 
bi-monthly newsletter containing 
nows, reviews programs and 
feeds of other features. We also 
have a small PD library. Please 
write lo Alan Addition, 1 Brood 
meadow Green, Stowlawr, & star. 
We&l Midlands, WVti gE{| 

OVERSEAS PENPAL; I would ike 
a peroal From anolher country. I 
own a 55XE XC-iZ tape deck and 
70 cod games. I am 11 years old , 

I like typing in programs, playing 
games (onty ones I can wim. t 
would kke ?o swap games, i<p=. etc. 
CJ. George- i$ Mam Rood, 
Hamblelor. North Ycrkshire, Nr 
Selby, Y03 $HN 

NEW 9-BIT USER CROUP; In the 
Sculh. Monthly newsletter, lips 
info help. servees. listings pui lo 
tape or disk cheaply. Some soft¬ 
ware and second hand hardware. 
Suggestions welcome. Call XL.'XE 
ALIVE on 0734 255394 

SWEDISH PENPAL: My name is 
Tobias eod l on 14 years old I 
have a 1 SOX E w 1h XC12 tape unit 
I would Hkc to Swap dims, tips arm 
games with any 6-bil user around 
(no world, aii tetiors answered 


Write to Tobias dorborn. Liung 

. VE 


vagan 99. 1D4S0 Uppiands 
Sweden 


ashy. 


PENPALS: Hi' Rob calling irom 
Bnstol to ail S-fait users. I have an 
0OOXL with two 1050 disk drives 
(one with Doubler). I would like to 
hear irom anybody who'd lika io 
swap hinls, lips and programs My 
musical taste covers. Rock Lo Clas¬ 
sical. Overseas welcome! Please 
contact Robert Fry, ^4, Slapleg- 
mve Crescent, St- George, pistol 
B35 BOW 

VENEZUALA HOLIDAY!!: We 
n&od to contact persons and user 
groups al world over, software we 
make ourselves in Spanish and 
English for our ST and $00XL, ail 
public domain and we buy more 
than 490 software items in USA, 
UK and oftter countries. I am man¬ 
ager cl User Group Alan Vene¬ 
zuela too. We after io any Alari 
User wrising te me who wants. ?o 
come lo Venezuela to know our 
County avarylhing ftoa. you are 
welcome and only tteve to pay 
your High!. Please write to jose 
Mendoza F J .G. BOX 16311, Can- 
celaria, Caracas, Venezuela. 

IT anyone ttfre? I'P fA? sfflsr i'.y i$ jenyyTe,l 
nsu!a Cove ro kcan.". co 


CONTACT is FREE of charge and may be used by 
any genuine Atari enthusiast for contacting other 
owners. Any notice may be included except those 
offering software only for sale or exchange or those 
offering Items for sale commercially. The Editor 
reserves the right to omit any notice received at 
his discTcsipn, 

Send ynnr CONTACT notice to CONTACT-, PAGE G h 
P.O. Box 54, Stafford, ST1G 1DR. Please write your 
notice on a separate sheet of paper, not as part of 
a letter, 


FOR SALE... WANTED... PEN PALS... ADVICE... HELP... 


4& 


Issue 46 - New Atari User 



































THE ACCESSORY SHOP 


ISSUE 46 


Welcome once again to the Accessory Shop where you can find lots of bargain programs 
to keep your XL or XE happy , This issue we have some excellent graphic adventures 
from Scott Adams - again programs that have not been on sale for many years and that 
will most probably be exciting discoveries for many new owners. We also have con¬ 
tinuing supplies of most of the Atari ROMS and disks introduced last issue - your chance 
to get some serious program or have fun at a fraction of the original price ♦ 


*det \ dveatuMuca, 


NEW 

SOFTWARE! 


PIRATE ADVENTURE 



11 Yt» hit hu kind a bottle of 
rum,J p . You’13 meet up with ilie 
pirate and bis duff) bird along 
with many strange sights as you 
attempt to go from your London 
fiat to Treasure Island. Can you 
recover l ong John Sliver’s lost 
treasures? Happy sailing matey. 

Sabi Adams Graphic Adventure 
#2 brings you a superb Begin¬ 
ner's level ad venture complete 
w ith graphics and ideal fur all 

ages 


Original price £19.95 

DISK ONLY OUR PRICE £7.95 


VOODOO CASTLE 



DISK ONLY 


The Count nf Monte Cristo reposes in 
a coffin lei his must) castle, awaiting 
an able assisl from you lo remove (he 
curse that binds him to non-life. Is he 
down for the Count for good, or can 
) 0 (i help? Cal her your rahhifs fool, 
arc hone charms and courage, Good 
Sir or Madam, and prepare to step 
I h rough the portal of Voodoo castle! 

Scott Adams Graphic Adventure #4 is 
a Moderate level adventure complete 
with graphics and ideal for those who 
have had some experience. 

Original price £19,95 

OUR PRICE £7.95 


THE COUNT 



DISK ONLY 


When's the last time you awoke in an 
antique brass bed in a dank, desolate 
castle? If your answer is "never' 1 
you’ve come to (he right place! This 
marvellous Gothic, er ... Graphic 
Adventure will escort you into the 
weird ling world Of w certain well- 
know n Transylvanian count, Shiver¬ 
ing has never been so much fun! 

Scot I Adams Graphic Adventure d? is 
a Moderate level adventure complete 
witil graphics and ideal for those who 
have had a III He experience. 

Original price £19.95 

OUR PRICE £7.95 


STRANGE ODYSSEY 



DISK ONLY 


At the galaxy’s riili, there are rewards 
aplenty to be harvested from a long- 
dead alien civilization, Fabulous trea¬ 
sures ... advanced technologies far 
beyond human ken ... All this and 
more awaits (he hrave galactic Adven¬ 
turer. But will you be able to recover 
the wealih and return home? Prepare 
yourself for a SI range Odyssey! 

Stott Adams Graphic Adventure 4b is 
a Moderate level adventure complete 
with, graphics and ideal for I hose who 
have had a 1 title experience. 

Original price £19.95 

OUR PRICE £7.95 


POSSIBLY THE IASI TIME THESE FAMOUS AIMTUEES WILL BE OFFEBED FOB SALE! 


New Atari Usa - Issue £t> 


49 




















































r?We 

Atari haL’e had some real classic arcade games and originals either written themselves or 
specially commissioned. Some of these titles have not been available for some time and all are 
top quality programs to bring you fun and excitement with your Atari. 

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM 

INCLUDING THE XE GAMES SYSTEM 


PLANETARIUM 


Fun nr cd utuliunI5ulh really in lliis taHdualing 
look at tile heavens. Over 1200 stars, JiS constel¬ 
lations, Ihe solar system and more than ,*tHI 
decp-sky oh j rets tare depicted in this ftrugrum 
lliat allows you lu slew Hie universe. Yen cum 
make stellar and planetary maps, study eclipses, 
learn about latitude m d longitude, sunrise and 
sunset against latitude mJ sea sun and determine: 
fias igalicilaL position from celestial uhservatiuns. 
You 11 learn a great deal and you’ll have fun 
while doing it. Includes an excellent minimal and 
guide. 

Normal Jy £16,95, 
requires 1050 drive OUR PRICE £6,95 



POLE POSITION 


FWMl IhUHt* 

: ■ "SsAaggSglA 

1 

3£- 

The ultra-realistic graphics and sounds of 
the Grand Prix explode into your living 
room in this computer version of the clas¬ 
sic arcade hit. Complete a lap in qual¬ 
ifying time, then take on the Fuji raceway 
and competing drivers in a high speed 
race. One of the all time classics. 

Normally £ 1 2 S3. 

OUR PRICE £6.95 

ATADI 

runiv . 

■MMnMHRMi it*.*, . 

ROM 

CARTRIDGE 



ROM 

CARTRIDGE 


GALAXIAN 

Another arcade conversion (hat retains all 
of (he addict!vencss of the original and 
still stands as one i>F the all time classics. 
Blast llie galas, ians as they advance in 
Iminatinn and peel oil to attack. With tine 
or two players and 10 skill levels you'll he 
entertained for a long time. Includes an 
easy option for beginners. 


Normally £12.95. 

OUR PRICE £6.95 


PACMAN 

Surely one of the best known games? 
Guide your happy little Phcitiuii through 
the maze gobbling op dots and fruits while 
avoiding the ghosts. Gain a bonus PacMan 
every lll+fllH) points as yon rack up the 
score. Simple, colourful, addictive and 
compelling. A classic game. 


Normally £12.95 * 

OUR PRICE £6.95 




ROM 

CARTRIDGE 


U.S. FOOTBALL 

American Football is now a big craze in this 
country and >'uu can iluw play at home. Out¬ 
smart the defence, puns with amazing accuracy, 
run with npeed and agility, make tsckllfj, select 
offensive and defensive plays and more. You can 
take u-n the computer in a practice game nr 
challenge a friend to a dramatic video howl 
game of your own in a packed; stadium. All the 
ill rills of Llic gridiron - without all the humps 
anil hruiHCH. 

Normally £12.95. 

OUR PRICE £6.95 


JOUST 

Don your helmet and hoist your lance and 
climb aboard an ostrich in this unusual 
arcade game! Do battle with (he evil buz¬ 
zard Riders in deep space. Pterodactyls to 
the l ight of you, alien eggs to the left, you 
must learn in IIy so that you won't die so 
very far from home. All the arcade thrills 
for tine or two players. 


Normally £12.95. 

OUR PRICE £6.95 



ROM 

CARTRIDGE 
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RESCUE ON 
FRACTALUS 

Ask old hands what was one of the best games 
ever For I III- Atari and a gonri proportion of 
thorn will say Rescue uri Fractal^*, Ibis game 
from laicasfilm net new standards in tom purer 
>sami.w combining a space flight simululur w ifh a 
rthuu' mission. Super, over changing, j-D scen¬ 
ery as you fly through [lit mountains to lunrl on 
tht planet mid rescue Stranded pilots. It + H tough 
dint as you gel better it geLx tougher, but what a 
thrill til master. See for yourself why manv 
consider this to be the best game of all time. 


ROM Normally £14.95 

CARTRIDGE OUR PRICE £6.95 




BATTLEZONE 


Another cracking arcade conversion that jseE 
rnt'H standards. You command a tank on the 
battlefield under attack from enemy tanks and 
flying saucers. You can manoeuvre through JtJO 
degrees as the enemy attacks front all directions. 
Watch your radar, lurn and blast as the enemy 
approaches at speed. A direct hit will see the 
enemy tanks and saucers explode into frag¬ 
ments, hut if they lire first, you'll have to oul- 
manoeus re them. It takes nerves of steel. One 
player, five ski If levels. 


ROM Normally £ 14,95 

CARTRIDGE OUR PRICE £6.95 


BvriuiiEiftfi- 


-3taaMfc v 


LODE RUNNER 


A neither classic, perhaps Ihe best of all platform 
Scenes. You Line a highly trained Galactic com- 
niandii deep in enemy territory, Your mission is 
to infiltrate all 75 of Ihe enemy’s subterranean 
levels to recover every I List piece of guld. y flU 
are equipped niLh a laser drill pistol but yog'll 
need inure than thdl. you need cunning, speed 
and agility. Lode Runner includes a unique 
extra that allows you Eo create your Own levels 
so that the game can go on forever, One of the 
best, 


ROM Normally £14.95 

CARTRIDGE OUR PRICE £6.95 



ONE ON ONE 


Play bdsketbaFI with two of America’s top play¬ 
ers in this great sports simulation which features 
realistic offensive and defensive moves, fatigue 
factors, hut streaks, a shot cluck, even instant 
repay mid a shattering backboard! Like the 
game of basketball itself. One-on-One rewards 
you for playing with your head as well as your 
bunds. Master the joystick moves, sharpen your 
timing and hone your relieves. Jump! .Spool! 
Score! 


ROM Normally £14.95 

CARTRIDGE OUR PRICE E6.95 



BALLBLAZER 


Another From Lucas.nim, this lop quality split 
screen game takes place in a games arena uf the 
future. Yuu are Strapped into a Rutqfnjl hover- 
intlt-like vehicle that skims over Ihe surface of 
the play Field at 50 metres per second. The iihjecl 
is simple, just release your Plasmorh through 
yunr opponent’s goal - bill it takes a great deal 
I>f skill and timing! Uallbluzer Features two- 
pfaier simultaneous play with first person pers¬ 
pective Fur both players. One ot the finest Lwn 
player games ever. 


Normally £14.95 R q M 

OUR PRICE £6.95 cartridge 



STAR RAIDERS 2 


Nic original Star Haiders is updated with better 
graphics and sound in this ail action space 
drama in which yuLr must track down eoemv 
trail using yuur Fong range scantier and radar. 
Yuur job i& lo dear each sector whilst ensuring 
I hat Ihe enemy do not overrun planets iii 
another part of the galaxy. It wfll lake skill in 
deciding which sector Eo warp (« L can you afford 
to dear a sector nr will you have to leave to 
defend a planet and return later! Make sure 
vour trail is in good condition and prnperlv 
fuelled at all times. A great follow up In an all 
time classic. 


Normally £14.95 

OUR PRICE £6.95 cartridge 



MIDNIGHT MAGIC 


Pinball on your Atari can become totally addic¬ 
tive as thousands on addicts to the famous Pin- 
hail Construction Sel will testify. Now you cun 
ji'ij] in The fun with David's Midnight Magic, id! 
(he thrill of the pimhall table nn yuur screen, 

I here ure flippers, bumpers, drop targets and 
you can even shake' the machine. Watch you 
don t tilt It! All nit the action, sounds, thrills of 
real arcade pinball for up to four players, 


Normal price £14.95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 


FIGHT NIGHT 


Fight Nifthl brings you all (he I brills of the 
buxing ring as you face five of ihe most brutal 
Fighters ever. Its five separate battles: are total 
war with relentless Action, The Hosing Construe 
tiim bet allows you bind your opponent to create 
your own perfect boxers, selecting stamina, in¬ 
tellect and Style. Train, spar and step into the 

ring to pit vour perfect boxer against the ..- 

puter or another opponent. For One nr two 
players 


Normally £ 14,95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 
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VISICALC 

The world famous Viskatc spreadsheet available far your Atari, Viskale will take care of all of your 
spreadsheet requirements with all the arithmetical functions you could want on a spreadsheet that is 63 
columns wide by 254 rows deep. AU major spreadsheet functions are supported and the program even allows 
split viewing windows, 

Viskak must be one of the finest products ever produced for the Atari and comes complete with superb tutorial 
and quick reference guide. Believe it or not the original price for this package was £159.95! 


DISK ONLY Original Price £159.95 

OUR PRICE £11.95 


This is one of the most 
professionally produced packages 
we have ever seen for the Atari 



TIMEWISE 

VV/if not use your Atari as an electronic diary? Timewise allows you to keep traek of all your appointments and 
important dates on a dally, monthly or yearly basis. Now you can dispense with your diary and let your Atari do 
the work. If you have a printer Timewise allows you to print out the information in a variety of ways. 


DISK ONLY Original selling price £22.99. A very practical program that 

will make your Atari even more 
useful 



PROOFREADER 



Users of Alariwriler will be delighted 
with this* tht long lost spelling checker 
for (he Atari writer cartridge! Proof¬ 
reader may he loaded alongside Atar- 
iwriter in give you in slant access to a 
dictionary of 36,00(1 words. If that is 
not enough you can add yuur own 
words as you go. Errors are highlight¬ 
ed on screen for correction, uousnul 
words can he saved and you can look 
up spellings* Proofreader is the mis¬ 
sing link for Atari writer. 


DISK ONLY - OUR PRICE £5.95 


TOUCH TYPING 



Everyone who uses a computer needs to 
brush up on their typing and now you 
can learn to lype like a professional 
typist with this complete tutorial. Touch 
Typing presents a self paced method of 
learn Eng ihy ietling you practice typing 
letters, sentences and paragraphs. The 
computer del ermines words per minute, 
number of errors and your weak points. 
Kandom sentences are generated to drill 
you in those areas. Contains two casset¬ 
tes and instruction manual. 


CASSETTE 

ONLY 


Previously £19.95. 

OUR PRICE £4.95 
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Learn to program t it will make you Atari come aitue, Even if you are only able io write short 
program you will experience the joy of creation and once you start, you may well want to go on 
to become an accomplished programmer. If you already know Basic, may be now's the time to 
team machine code. 



MACRO ASSEMBLER 

The Macro Assembler will allow you lo create your own machine 
language games and applications live times faster lhan with the 
Assembler Editor cartridge and it can assemble as many as I (HMl 
symbol definitions with no limit on program size. You cun duplicate 
code, optionally assemble code and modularise your program. You can 
define symbols and macros in a library nie and access them allowing 
you lo create modules [hot can be used time and time again, 1 lie 
Program “Test Editor included has ail of the features of a word 
processor enabling you to write your programs much more conve¬ 
niently. Lin leash the power of your Atari with Assembly Language 
programs. Includes two reference manuals and a quick reference card. 


DISK ONLY 


Normal price is £19.95 * 

OUR PRICE £7.95 


BASIC CARTRIDGE 

Why would you want a Basic t Cartridge 
when basic is already bull I in to your 
machine? Well some programs* especially 
some early public domain programs won’t 
run on the XL,'XL but they will if you 
plug in the old version of Basic. Much 
inure convenienl than having in hunt in 
Ihe old Basic from disk and, nt this price, 
worth having just as a hack up. We will 
nnt he having more stocks of this item so 
nuw is the time lo buy. 


ROM CARTRIDGE 

OUR PRICE £3.95 


EASY PROGRAMMING 
FOR YOUR ATARI MICRO 



This book went oul of print 3 years ago 
and w ! e have been searching for a replace¬ 
ment ever since. We are absolulely de¬ 
lighted to have found more stocks of one 
of Ihe best beginner’s books ever pub¬ 
lished. Over the past couple of years 
whenever someone has phoned for a be¬ 
gin tiers book un programming we have 
advised then lo try and find a second 
hand copy of this hook - now you can buy 
it once again, brand new’ By the end of 
ibis hook you’ll he writing your own 
programs, including those with full 
graphics and sound. 


OUR PRICE £5.95 


ATARI BASIC 


A self teaching guide to program 
tiling iri Basic dial Includes 
dozens of lessons and softest s. If 
you want to learn Alarffia^lc 
properly, step by step^ajicr than 
just playing about w#Cffrograms, 
this LLitorial appro dLi# the way 
to do it. You'll pick up a full 
understanding things as 

Read and Data. TfUiflien state¬ 
ments. For- N<*M^lj^ps_ subscrip¬ 
ted varlableif'Sfcrays. siring vari 
ables and JbsJ Tht approach Is 
somewhatJ^Vlemic but if you 
work throujfn the book you will 



not only be able to wriite programs, you'll understand exactly 
whal, you arc doing and that is fundamental to putting your 
own Ideas Into a program, lire hook that the editor used to 
learn Atari Basic 1 Originally priced at £14.95. 


OUR PRICE £5.95 


INSIDE ATARI BASIC 


400/800 FIELD SERVICE MANUAL 


If you fancy dabbling with programming^t*!^ are not sure of 
your capabilities try this excellent Jdtfc ftAmers book at a 
bargain price. The book laka^yoftljfl^i every stage of 
programming at an inliudikujy nW?l showing you just 
enough to get ^JHtj 11 get hooked then you can 

always go on ti Wy tog advanced book. Ideal for youngsters or 
the complete mMcc, Over ISO pages. 



Your last chance to obtain Ihe 400/800 luy^fal and at a 
special price. We have now picked uW*ai|s\cist stocks of 
this excellent service guide is tlslphJtly relevant to the 
XL/XE- Contains clrc UJ1 d.1 r i nformat i on, service 

bulletins and miu*to^iT|\AjMat resource for all techno 
bu fls. Lust few 


OUR PRICE £2.50 


OUR PRICE £9.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 


SOFTWARE 

Qtanlily 

Title 

Price 

Total 


VISICALC 

£11.95 



TIMEWISE 

£ 7.95 



BASIC CARTRIDGE 

£ 3.95 



MACRO ASSEMBLER 

£ 7.95 



TOUCH TYPING 

£ 4.95 



PLANETARIUM 

£ 6.95 



PROOFREADER 

£ 5.95 



POLE POSITION 

£ 6.95 



GALAXIAN 

£ 6.95 



PACMAN 

E 6.95 



US- FOOTBALL 

£ 6.95 



JOUST 

£ 6,95 



RESCUE ON FRACTULAS 

£ 6.95 



BALLBLAZER 

£ 6.95 



BATTLEZONE 

£ 6.95 



STAR RAIDERS 2 

£ 6.95 



LODE RUNNER 

£ 6.95 



MIDNIGHT MAGIC 

£ 6.95 



ONE ON ONE 

£ 6,95 



FIGHT NIGHT 

£ 6.95 


Total 



ADVENTURES 

Quantity 

Title 

Price 

Total 


PIRATE ADVENTURE 

£ 7.95 



VOODOO CASTLE 

£ 7.95 



THE COUNT 

£ 7.95 



STRANGE ODYSSEY 

£ 7.95 


Total 



BOOKS 

Quantity 

Title 

Price 

Total 


EASY PROGRAMMING 

£ 5.95 


Total 



PUBLIC DOMAIN ETC. 

Quantity 

Title 

Price 

Total 


ISSUE 45 DISK 

£ 2.95 



ISSUE 46 DISK 

£ 2.95 



8-BIT REFERENCE GUIDE 

£ 6.95 



TURBO BASIC 

£ 3-95 


Total 



PAGE 6 SOFTWARE 

All on disk unless shown 

Quantity 

Title 

Price 

Total 


MIDI MASTER 

£24.95 



TRANSDISK IV 

£19-95 



TARITALK 

£19.95 



MINI OFFICE II 

£14.95 



SPELL ME - Cassette 

£ 4.95 



SPELL ME - Disk 

£6.95 


Total 



TOTALS 

Software £ 

Books £ 

Post and Packing on abave£ 1.00 
Public Domain £ 

PAGE 6 Software £ _ 

Total £ 


TELEPHONE ORDERS 0785 213928 


Atosi goods will be despatch#} within a few days but please allow up fp 28 days lor 
delivery ■ Please teal free to copy this form it you do not wish to cot the magazine 


Name 

Address 


| I enclose cheque/P.O. for £ 

H I authorise you to debit my credit card 

□visa □ access □ eurocard □mastercard 


Total Order £ 

OVERSEAS postage (see above) £ 

Total £ 

Please make cheques payable to PAGE 6 


My card number is: 

□□□□ □□□□ mm □□□□ 

Expiry date: | | ( | OD 

Signature ________ 

Please ensure that the name and address shown are 
the same as the cardholders. 


POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 











































































































Those of you with young children might like to know UW 
A/temativc should have a couple of Thomas The Tan ft games 
oof by now plus an educational program. The games are 
Thomas The Tang 1 and Thomas The Tank - The Race and 
both retail at £9-99. The educational program is Thomas 
The Tang's Fun with Words which will seif at foil price, 

£19 99 Mindscape have released SPACE ROGUE which is a 
space Wight simulation combined with roie playing adventure 
idling at £29,90 as well as haying picked up the licence tor 
the Tom Cruise movie DATS OF THUNDER. The game will 
feature high speed action with viewpoints inside the car, 
looking at the driver, looking backwards as well as having 
cameras on both front and rear bumpers - all this plus all the 
usual features of the computer driving simulation. Look out 
also for CAPTIVE from Mindscape, set in the future you try to 
esoape from captivity when a computer malfunction 
awakens you From suspended animation, Domark meanwhile 
continue their big name licences with THE SPV LOVED ME, 
all the usual Bond stuff in an action packed game for 
£19-99- U-S. GOLD should by now have a couple of interest¬ 
ing games out, GOLD OF THE AZTECS, written by an ex- 
Psygnosis designer promises to look good if nothing else 
with 2S megabytes of graphics and SO screens of tricks and 
traps with the hero containing over 1500 frames of anima¬ 
tion. OPERATION STEALTH is a foilow on from Future Wars, a 
mouse controlled action adventure which has you as a CIA 
agent trying to locate a Stealth fighter that has mysteriously 
disappeared over South America. Another from U S, Gold is 
U.JY. SOUADROW, a very topical game which finds a multi¬ 
national peace keeping force in rhe Middle East trying to 
save the world from destruction, and this was conceived 
before Saddam Hussein decided to play a few games of his 
ownl Meanwhile another type Of war is being raged inside the 
human body in VAXINE in which you must destroy nasty 
viruses attacking your body cells. Others coming up from 
U S. Gold are MQ0WBLA5TER, a space shoot 'em up set in 
the outer fringes of the solar system, OUTBOARD, a round 
the world powerboat simulation and MAGICIAN a maze game 
full of spells, traps and nasty frogs! Elite have come back 
into the big licences, after quite a time releasing therr back 
catalogue on budget labels, with GREMLINS 2 which is sche¬ 
duled for autumn release. From Electronic Arts, cr more 
precisely the Bullfrog team who dreampt up Populous, 
comes POWERMONGER a similar concept in which the play¬ 
er visits a worid in which each individual has a home, an 
occupation and a level of intelligence. There are landscapes, 
fishermen, farmers, ranchers, cattie and sheep all going 
about their daily business as the seasons progress. As the 
leader of a displaced tribe you have to explore 200 territor¬ 
ies, win the loyalty of the people, work on improving tech¬ 
nologies, provide food and more in order to help this worid 
survive and prosper. Sounds good! Another from Electronic 
Arts is THE IMMORTAL, an action adventure in which you 
play a wizard searching for his long lost teacher. Goblins, 
trolls, slime and huge worms await y ou in this one! More 
seriously come DELUXEPAINT ST, the first Deluxe product 
released on the ST. This package fs well known and has 
received rave reviews on the Amiga so ft will be interesting 
to see how it will be received on the ST. There were original¬ 
ly several paint packages around on the ST hut few. apart 
from Dogas, seem to have survived. With Dogas now quite 
long in the tooth, maybe ft is time for a new standard? 

Finally, in mid Ocfober, 'a new concept in Advanced 
Dungeons & Dragons' is due with SHADOW 50RCERQR de¬ 
veloped to more closely match the tabletop version of DfiD 
with a slower pace and concentrating more on conundrums 
than carnage. There is a 3D isometric play area for indoor 
confrontations, a hexagonal grid for outdoor confrontations, 
100% mouse control and 3D animated 'miniatures' to repre¬ 
sent your players. The scenario has your characters 
shepherding frightened refugees who are fleeing the Draco¬ 
nian armies. Tour task is to protect and feed the refugees 
while exploring the hazardous terrain ■ attempting to find a 
safe haven Out of the reach of the evil horde. It will be 
interesting to see how different this 'new' concept is. 



Another shot of 
Electronic Arts 
DELUKEPAifiT 
showing one of 
the famous 
Amiga images 


THE IMMORTAL 

- action adven¬ 
ture with Sots of 
nasties out to 
destroy you 


SPACE ROGUE 
role playing, 
space flight 
simulation 



















































CLIP ART 

COLLECTIONS 




Enhance your DTP or ward processing with these superb 
collections oj Clip Art that may he used in any program that 
accepts DEGAS formal pictures. AH images are in the TINY 
compressed format to get more mi the disks hut there are 
conversion utilities included with each set . 

AH images have been tested with Fleet Street Publisher and 
should he compatible with any DTP program or programs 
such as 1st W ord Plus 



CLIP ART COLLECTION 1 

Clip art images for your ST 


This tour disk collection contains hundreds of images for use in Desk Top Publishing or word processing 
programs that accept graphics. You can enhance any publication whether a full blown magazine, a 
humble social club pamphlet or even your own personal stationery. The images are in a compressed 

lormai on the disks to enable as many as possible to be included but there are full instructions 
Oh how to convert the images to Degas format which is a standard recognised by most programs. If 
G your program requires IMG format pictures, these can usually be converted from Degas with utilities 

t v! supplied with the program concerned. This collection contains holiday and Christmas art, alphabets, 
\^^r^ 0 y P^°P ie ' cartoons, sports, logos, valentines, fun graphics, whimsy and much, much more to enhance 
y our creatio n s, 

FOUR disk collection - just £10! 
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CLIP ART COLLECTION 2 

Hundreds more images for your DTP programs 

Following the success of the first Clip Art Collection we have put together a further collection of all new dip art 
with many diverse subjects. We have tried to balance the collection out with some large clips and several small 
ones, lor instance two screens have about 50 faces on each! We are sure that you will tind many useful items 
on these four disks. Three ol the disks have general Items including people, animals, computers, 
business related graphics, cartoons such as Disney and Garfield, hands, eyes, classic art and much 
more while the fourth disk is mainly tonts and borders. There are also a number of trademarks from 
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the thirties which are now out ot copyright. Your artwork can be enhanced by including graphics or large fancy capitals or headlines 
which are not normally available in mosl DTP programs and by using some ol the excellent borders and comers on these disks. 

CUP ART 2 is £10 for FOUR disks. 




CLIP ART COLLECTION 3 

Double the images! 



Tn&stA 

Mtrttf 


At last another Clip Art Collection with all new pictures including many scanned 
from commercially available copyright tree arl. There is a huge assortment 
ranging from people to buildings, cartoon style drawings to hand drawn objects 







and more. This collection is in Tiny format to get more on the disk and comes with conversion utilities to convert 
Ihe images to Degas or directly to IMG, 


Siajij)g 3ltm year 

Best wishes 


FOUR DOUBLE SIDED DISKS for £10 



CLIP ART COLLECTIONS 1 - 3 ARE AVAILABLE FROM 

PAGE 6, P.0. BOX 54, STAFFORD, ST161DR 

SPECIAL OFFER - ORDER ALL THREE FOR just £25 


Tel. 0785 213928 
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AT LAST 



W ell Damocles has finally ar¬ 
rived! I must admit I'd givers up 
all hope of it appearing, as It's 
been 'coming soon 1 ' for about four years 
nowt It's subtitled Mercenary II, aiid sur¬ 
prise > surprise, it’s a follow-on from au 
thor Paul Woakes' massively popular ori 
glnal Mercenary game. In fact, if you suc¬ 
cessfully completed Mercenary you can 
even use its end game save file (if you can 
find it after all Ibis limel) to import your 
final inventory into Damocles. This also 
seems to have implications only hinted at 
in the Damocles instruction manual! 
Anyone who’s played Mercenary will im¬ 
mediately feel at home with Damocles, as 
its overall presentation and garneplay are 
very similar. The main differences are in 
the scenario, the scale of the game, and 
the graphics, so let's take a closer look at 
these. 

Action takes place in the Gamma sys¬ 
tem of nine planets and their nineteen 
moons, orbiting a star called f Jlalis. Un¬ 
fortunately one of the planets, Kris, is 
threatened with destruction by the comet 
Damocles, which Is on a direct collision 
course with it. The president of Kris 
offers you the fob of preventing the catas 
trophe and you, of course, accept with 
alacrity. One small snag though - you got 
slightly delayed en-route to Eris (lor 
about four years - does that sound famil¬ 
iar'?). so now you have only a few hours 
Lo prevent Damocles pulverising the 
doomed planet. 



Title: 

DAMOCLES 

Publisher: 

Novagen 

Price 

£24.99 

Rev ewer 

John S Davison 


Mercenary Invol¬ 
ved only one eity on 
one planet, hut In 
Damocles you can 
travel almost any¬ 
where in the 
Gamma system, 
assuming you’ve 
obtained a suitable 
spacecraft. You ear a 
even land on 
Damocles itself! 

Bui beware! Space 
travel is at near 
light speeds, caus¬ 
ing rapid passage of 
time on your Eris 
based time clock. Finding an alternative 
method of interplanetary transport is 
therefore a high priority task. Once on a 
planet you can travel on foot, by car, by 
aircraft, or even by space vehicle - 
assuming you've located a vehicle and 
found Its matching key, of course. 

Most of the planetary settlements have 
complex road systems on which count¬ 
less buildings are located. I found It 
essential to map these, as many of the 
buildings look Similar and disorientation 
soon sets in. You explore the buildings 
on toot, but some need the appropriate 
key before you can enter. Most buildings 
are multi-room, multi-storey affairs, with 
access to other floors via a lift. The clues 
and objects you need arc usually hidden 
somewhere In these buildings, but only a 
few locations actually contain any¬ 
thing helpful. Hint - possession of 
an A to 2 Computer can save you a 
LOT of time. 

As expected, progress is achieved 
by finding useful objects, following 
meaningful clues, and avoiding 
sneaky traps cunningly laid by Lhe 
author [beware Estate Agents and 
Solicitors, amongst others I), You 
may also need to do some trading to 
obtain essential items, and could 
even get involved in combat if your 
actions provoke an attack. It's pos¬ 
sible to reach one solution to the 
game by following a fairly straight 
forward trail of clues, hut this uses only 
about 20% of the game's capabilities. It L s 
a good way of gaining experience, but 
more advanced players will w-ant to dis¬ 
cover the more challenging alternative 
solutions. 

The most obvious difference between 
Damocles and Mercenary is in the 



graphics. Damocles uses spectacular col¬ 
our filled. three dimensional graphics 
compared with Mercenary’s simpler wire¬ 
frame approach. And the speed is breath¬ 
taking] Screen refresh rates must be 
approaching 20 frames per second in 
places, making the game's first-person 
view of the action truly exciting. Also 
notable is the game's opening sequence, 
in which you fly from deep space into the 
Gamma system and down onto the sur¬ 
face of Eris to land at a spaceport. And 1 
loved the way the planets and moons rise 
and set and wax and wane according to 
their orbital positions, and how Damo¬ 
cles changes as it moves In Its orbit 
around Dlalls. 

Sound is fairly unobtrusive, limited 
mainly to general sound effects and the 
burblings of Benson, your friendly com¬ 
munications computer. However, If you 
need music you can obtain a ghettoblas- 
ter at a disco on the planet Logos. This 
plays a recycled version of the music 
from Backlash, an earlier Paul Woakes 
game! Nice touch. 

The thing that surprised me most about 
Damocles is that it's cont ain ed on just 
one disk, and what's more, once loaded 
it's totally memory resident - even on a 
520ST! Paul Woakes has obviously used 
every trick in the book Lo cut down stor¬ 
age requirements, eliminating those bor¬ 
ing waits while new graphics load. The 
result? Uninterrupted action! 

1 can’t remember when I last had so 
much fun reviewing a game. For me 
Damocles has everything - top notch pre 
sentatlon, excitement, depth, lots of 
humour, addictiveness.... I could go on 
forever! I won’t though. I'll just get 
straight back to playing it instead. Buy it 
- you’ll love it! 
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WORLD 



THE NATURE 
OF PUBLIC 
DOMAIN 

AND MORE 
ABOUT WORD 
PROCESSING 


also usually entities them to receive fu 
ture upgrades and. often. Improved 
documentation. Shareware hasn’t been 
particularly successful in Britain as the 
fee is essentially an. 'honesty payment" 
which has proved all too easy to Ignore. 
For this reason, another form of PD has 
grown in popularity. Known as License- 
ware and pioneered by Budgie UK r the 
concept means that programs arc sold 
exclusively by licensed distributors (such 
as PAGE 6) who are required to forward 
royalties to the author of every License- 
ware disk they sell. In this way. program 
mers are assured of a modest Income 
(and worthwhile incentive) and users 


J ust what is PD? The 
answer to this simple 
question Isn't as obvious 
as you might think. Public Do¬ 
main in its true sense describes 
work which has no copyright 
attached, so that you’re free to 
copy, distribute, use and goner 
ally do anything else you like 
with it. Strangely enough, the 

majority of software in the 'Pub¬ 
lic Domain' does not fall Into this 
category 1 Confused? You will bet 
It the author of a program re¬ 
tains Lhe copyright of his or her 
own work, hut allows it to be distributed 
freely amongst other users. It Is technic¬ 
ally known as Freeware. Users are en¬ 
couraged to make copies arid give them 
to their friends and are not obliged to pay 
the author for the privilege, although 
donations are obviously well received, 

SHAREWARE 

A common Form of software distribution 
(especially in the States) is Shareware, 
which originated when Freeware prog¬ 
rammers began to receive money from 
satisfied users and realised they could 
obtain more certain remuneration for 
I heir efforts by formally requesting a reg¬ 
istration fee. The author retains full 
copyright of a Shareware program but 
encourages Its distribution. The small 
registration charge not only ensures that 
users can legally keep the software but 
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1st WORi) ■ one of the most populear freeware Tides 


enjoy a quality-Improved but Inexpensive 
source of software. It's good news for 
everyone! 

WORD PROCESSING 

Last issue I examined ST Writer. Atari’s 
popular Freeware word processor, and 
got so carried away that there wasn’t 
room to cover the other disks I had lined 
up for di scussion! Tile subject of word 
processing is therefore continued in this 
month’s column. The slight digression 
above was prompted by reading a letter 
in a recent edition of the ST Chib's news¬ 
letter (an interesting read - details from 
The ST Club. 49 Stoney Street, Notting¬ 
ham) on a related subject. Until very re¬ 
cently, Atari have been bundling GSTs 
1st Word with every new ST computer 
and the question was posed - is- it PD? 
Some libraries have been advertising it as 


Such, but GST have reportedly attempted 
to withdraw it from 'free’ distribution. 
Apparently, the official situation is that 
GST hold copyright but Atari have the 
distribution rights and the program is 
therefore not in the Pubtir Domain, 
although iLs exact status isn't precisely 
defined! GST are obviously quite happy 
that the widespread ownership of 1st 
Word has prompted many owners to up¬ 
grade to the commercial 'Plus’ version. 
Atari Corporation, as ever lacking in 
communicative skill, have declined to 
comment, although the ST Club reports 
that Atari's contract with GST is due to 
expire in the Forthcoming year. Whatever 
the future holds for GST's little 
gem (sic), it's certainly true that 
1st Word Is the natural choice in 
word processing for many ST 
owners. 

Whilst 1st Word is a robust and 
generally reliable program, ft Is - 
like any piece of software - not 
without its drawbacks. Printing Is, 
of course, an essential part of any 
word processor and 1st. Word is 
supplied with ready-made drivers 
for Epson, Qume and Brother 
printers, but if you own a d Liferent 
make or model putting together 
the necessary control codes can 
be - at best - a hit of a pain. To 
make life much easier, you'd be 
wise to obLain a copy of PRINTER 
DRIVERS from the PAGE 6 library. This 
ls a disk containing no fewer than 24 
ready-made 1st Word drivers for various 
printers Including Panasonic. Oki and 
Star, In addition there are configuration 
files lor ST Writer (read all about it in 
issue 45!) plus fonts and drivers for the 
graphics package Degas. If your printer 
is one of those listed, this disk could be 
an invaluable time saver. Check the lib¬ 
rary catalog or the new PAGE 6 CATA¬ 
LOG DISK for a full list of content. 

Few people can claim never to make 
spelling (or more commonly, typing) mis¬ 
takes arid as all magazine contributors 
will testify, spotting those transposed let 
ters In a page full of text during the early 
hours of the.morning is virtually an Im¬ 
possibility! In any application where pro¬ 
fessional presentation Is important, a 
spelling checker is almost essential. Un¬ 
fortunately. 1st Word shares a common 
deficiency with ST Writer ill that it 
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doesn't oiler a spell checking facility. The 
solution In both cases however, can be 
found on WORD PROCESSING 2. 


SPELL CHECKING 

Amongst a jumble of goodies on this disk 
there is a program called Spell whose 
function is to compare any text file with a 
list of correctly spelled words. When Spell 
finds a word It doesn’t recognise, it asks 
you whether you would like to change 
the word, add it to the dictionary' or aim 
ply ignore if. Initially the dictionary holds 
a relatively minute collection of words 
and the checker questions almost every 
phrase in the document. As you examine 
more files, (he correct words are added to 
the dictionary and. in theory, you could 
eventually build up a disk containing 
your complete written vocabulary! Else¬ 
where on WORD PROCESSING 2 there is 
a useful program for obLaining statistics 
of the words, characters anti lines in 
your document plus a print spooler and a 
utility to set up your printer correctly if 
you don’t have the Control Panel instal¬ 
led. There's a whole lot more tool 


COMPATIBILITY 



There are very Jew 
public domain spelling 
checkers about * 
SPELL- is one of the 
best but you have to 
create your own dic¬ 
tionary as you go 


ported by these programs 
ihen Ajax could be your Iasi 
rcsori. Mo, not the propriet¬ 
ary' cleaning substance but 
one of the ACCESSORIES ft 
UTILITIES which, in the au¬ 
thors words, ‘cleans and 
shines all non-printable 
characters arid bleaches ‘em 
to spaces’! Ajax just leaves 
the text plus carriage re¬ 
turns and line feeds so you 
should, at least, be able to 
make some sen se of a non- 
standa rd document. 77MJVSLATOR ■ perfect if you. use diffenenf icord processors 



If you use a computer at work or college 
and need to bring your documents home, 
or if you’ve just upgraded to a new word 
processor, the problem you face is one of 
file (in)compatlbllity, ST file formats in¬ 
clude Pro text, WordPerfect, ST Writer, 

1st Word and others whilst on PC 
machines (.here are dozens more, includ¬ 
ing different versions of the same pack¬ 
ages [such as Wordstar 4.0 and 6.0)f 
Some ol the commercial word processors 
are supplied with conversion utilities to 
import documents from their main com ¬ 
petitors but obviously; these can't in¬ 
clude them all If you don't want to lose 
the format of your text through a straighl 
transfer to ASCII, the best place tu turn 
is the Public Domain. If you need to ton- 
vert your documents to 1st Word, 
LASERBRAIN EPSON EMULATOR is the 
disk you need. It's where you’ll find 1st 
Convert, a program which can transform 
ASCII, ST Writer or Wordstar text into 1st 
Word format. (Incidentally, the main sub¬ 
ject of this disk is a super utility which 
enables the Atari SLM804 laser printer to 
emulate a standard Epson printer, It in¬ 
cludes several Elite fonts and drivers lor 
1st Word and Wordplus), The most flexi¬ 
ble conversion program I've come across 
Is File Translator, on the UTILITIES 3 
disk. File Translator can convert io and 
from ASCII. Wordstar and 1st Word for¬ 
mats via a user-friendly interface. It can 
operate as a stand-alone program or n 
desk accessory and, coupled with 1st 
convert, ibis should enable you lo switch 
easily between most of the popular for¬ 
mats. If your word processor Isn’t sup- 


DISK MAGS 
AND THE STE 

It would be nice to dedicate a whole arti¬ 
cle to S r n£ demos but, as yet, these are 
few and far between. Maybe soon,,,, if 
you own a 1040STE there is at least one 
measure of compensation -1 have disco¬ 
vered that ST NEWS: THE FINAL COM¬ 
PENDIUM (supplied on TWO double- 
sided disks) will work without a hitch E 
(NOTE: A lot of programs that wfcll run on 
(ho i 04 OSTE may rioi run on tha 520STE 
even though they require* less ;hnn 500k 
memory. Ed.} 

This very last issue of ST NEWS is as fun 
and readable as ever with reviews, lips, 
solutions, stories and some intriguing re¬ 
velations in a Te-print’ of the very firsL 
edition. Meanwhile, the Lost Boys have 
produced a disk magazine of their own. 
It’s called MAGGIE l.o and contains 
some VERY informative details of hidden 
demo screens as well as news, reviews. 


chat and stories, not Lo mention some 
excellent demos! Well worth a look. 

SEASONAL 

GAMES? 

Christmas is coming! Well, not quite 
perhaps but next issue it will be Just 
around the comer so, in a seasonally 
recreational mood. I Intend to examine 
some of the many games now offered in 
the Public Domain, Budgie have recently 
releases some cracking games so we may 
well lake a look af those or perhaps some 
of the earlier public domain games that 
have now become classics. Whatever we 
take a look at you can be sure that It will 
be excellent value for moneyt 
In tlie meantime, any correspondence 
sent to me at the address shown below 
would be most welcome. FuLuit topics 
have yet to be decided and suggestions 
will be gratefully received! 


HOW TO GET THEM 


All of the disks referred to in this article ere available from the PAGE 6 PD library. Each has a 
unique reference number which you should use when ordering or enquiring about the software. 
Ptease contact PAGE 6 if you don't have a copy of their Accessory Shop leaflets and check the 
sys/em requirements for each disk. THE PAGE 6 CA TALOG DtSK containing a full list of disk 
names and contents is available from the library, priced at El. The disks mentioned in this 
article are; 

ST22 - PRINTER ORt VERS ST317 * LASERBRAIN EPSON EMU LA TOR 

ST60 - WORD PROCESSING 2 THE LOST ROYS' MAGGIE 1.0 

ST93 - A CCESSORIES & UTtUTIES ST NEWS . THE FINAL COMPENDIUM 

$T1t2 - UTILITIES 3 

Prices for standard dl$k$ are £2.95 each or £2.50 each for ten or more 
Write to PAGE $, P.O.Box 54, Stafford ST16 1DR 
Telephone 0785 213928 or FAX 0785 54355 With credit card orders 
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WITH YOUR ATARI 


John S Davison's 
regular guide to 
all the ways 
of making music 
on your favourite 
computer 


any moons ago E promised to tell you more 
about MI E 31 Master, a great little package from 
Pa£e 6 designed to enable Atari 8-bit compu¬ 
ters to record and playback music via a MIDI 
equipped synthesiser keyboard. 1 held oiTbe¬ 
cause we couldn't actually manufacture the hardware, 
as ive had great difficulty obtaining Mo lex plugs fa vital 
component) in small enough quantities to make the 
project, financially viable. Unbelievably, it took over a 
V EAR of searching held re we found a company fin 
California, no less!} willing to supply the required num¬ 
ber. i lowever now MIDI Master is finally available 1 can 
tell you more about It. 

f MIDlMaster was originally designed and marketed by 
l-Miit Systems of Luton, but they eventually withdrew it 
to concentrate on 16-bit products. As far as I'm aware 
It s the only MIDI interface available for tire 8-bit 
machines in the UK, and Its loss would have been a 
serious blow to 8 bit music enthusiasts. Page 6. in its 
role as Champion of the 8 bit Users, then stepped In 
and negotiated a deal lo save it from oblivion. It's a 
complete hardware and software package, comprising 
a MIDI interface, MIDI cables, a disk containing 
various software items, and an Instruction manual. 

] he original manual was rather skimpy so I've written 
a more helpful version based on my own practical 



experience of MIDlMaster. This is now included as part of 
the package. 

The MID [Master hardware looks like a simple cable, but 
there s more to It than meets the eye! in fact, that one 
cable contains the MIDI Interface circuitry and a pair of 
MEDI cobles. On one end there's a standard Atari 8-hit 
serial connector {the infamous Molex plug!] and the other 
end sports two 5-pin DIN plugs. The interface electronics 
arc cleverly built Into the plugs, and am: powered directly 
from the Computer s serial socket. Connecting up is aim 
pic - just bung the serial plug into a free serial port [e g 
on your disk drive) and the DIN plugs into your synthesis- 
er keyboard's MIDI IN and OUT sockets and you're In 
business. 

The disk contains five main programs and several dltie- 
rent types ol music data tiles. The programs Include a 
simple real-time MIDI sequencer; two music file player 
programs; and two voice patch editors. r Hie provision of 
Lhe starter set" of music data files means you can be 
playing music via MIDI just moments after connecting up. 

REAL-TIME SEQUENCER 

The sequencer program records in real-time only, so you 
have to actually play a piece of music into it from a MIDI 
keyboard. It has no way of directly entering notes in step 
time, l,e. one note at a time, but there arc other ways of 
achieving this as we'll see shortly. It lias eight Independent 
monophonic recording tracks, but polyphonic chords can be 
handled by switching two or more tracks to record simul¬ 
taneously. Also, quite complex polyphonic arrangements can 
be created by recording monophonic tracks one at a time and 
then playing them all back together. Each track can be set to 
a different MEDI channel and program number, providing a 
multitimbral capability when used with a synthesiser able to 
play several different sounds at tile same time. 

Various other features let you transpose, repeat, delay, 
retime, and erase tracks, and to save and load sequence files 
Regrettably, there are no track editing or quantising facilities 
for error correction, so if you cock up a recordingyou have to 
re-record I hat track. As I said, this sequencer is very simple, 
but It can produce excellent results with practice. 

If you don't have the musical skill to record each track 
directly from the synthesiser keyboard in real-time, vole can 
use Atari’s Music Composer cartridge or Advanced Music 
System (if you already own them!) lo build music files In 
step-time. These programs were originally designed lor mak¬ 
ing music via Lhe computer s internal sound chip, but MlDI- 
Master s MC and AMS player programs enable you to play 
back the music data files they produce via MIDI instead! And 
ii you’d rather listen to someone else’s music instead of 
creating your own, you can always buy disks full of ready 
to-play Advanced Music System files from the Page 8 Public 
Domain Library, 

The two voice patch editors included allow you to create new 
sounds nr edit existing ones on Yamaha DX1Q0, DX2 I, and 
DX27, and Casio CZ series keyboards. This is especially 
useful for the widely used Casio CZ230S, as Lhe only way to 
create new patches for it is via MIE5E. The editors work by 
using MIDI System Exclusive messages Lo fetch the para¬ 
meters defining a chosen voice from the synthesiser. These 
can then be changed to anything you wish and relumed Lo 
the synthesiser and played. New voice parameters can be 
saved In disk and reloaded when required. 

By ST standards the software Is fairly basic, but it really 
does Work and is capable ol producing some very musical 
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sounds when used with a suitably equipped MIDI keyboard. ] 
used MIDI Master extensively in recording the music on Page 
6s World of Computer Music Making audio cassette I de¬ 
scribed in the last issue. If you want to hear what MlDIMas- 
ter can do before buying it. why don’t you get the cassette 
first and have a listen. I think you'll be pleasantly surprised 
by what you hear. 

NEW YAMAHA PSS KEYBOARDS 

Jn July this year I braved the crowds, heat, arid deafening 
cacophony of the British Music' Pair at Olympia - specifically 
to track down Yamaha’s brand new PSS keyboards, The 
rumours I'd heard were true, as amongst a mass of new 
products Yamaha were showing a completely updated PSS 
range. The two MIDI equipped models of interest to Atari 
users are now called the PSS-590 and PSS-790. Unlike the 
last model update this is not Just a cosmetic change. These 
Instruments are totally different from their PSS-480/680 anti 
580/780 predecessors. 

The most Important aspect of the new models as far as the 
Atari user is concerned is their MIDI implementation, but 
nobody - not even the staff on the Yamaha stand - could tell 
me anything about It! So, the details below are based purely 
on the limited information available and a couple of hours I 
spent playing around with the instruments. 

Doth instruments have those vital MIDI IN and OUT ports 
and additionally the 790 also has a THRU port. They have an 
incredible 28 note polyphonic capability and arc multi timbral 
(degree unknown!). It looks as if all 16 MIDI channels are 
supported as before, giving you plenty of scope for exercising 
that multlttmbrallty. 

It's a lair bet that the MIDI System Exclusive aspects will be 
totally different as the method of sound synthesis has 
changed completely. The new Instruments use Yamaha’s 
Advanced Wave Memory technology instead of old style Fre¬ 
quency Modulation. AWM uses digitally sampled sounds, 
which theoretically produces much more realistic results 
when playing piano, orchestral, choir, and other imitative 
sounds. Unfortunately, this means that existing versions of 
Atari based PSS voice patch editors such as PatehEd and 
PSSED no longer work, Also, Yamaha seem to have done 
away with she 'synthesiser" secLion on the instrument's front 
panel, so there’s no provision for customising the sounds in 
the way possible on previous models. However, the 790 does 
have "vector synthesis", more of which shortly. 

Both Instruments have 100 preset AWM sounds, divided 
into ten major categories, including Keyboards [pianos, 
organs, etc). Guitars, Strings, Mallets (vibraphone, marimba, 
etc), Brass, Woodwind, Chorus (human choir sound). Basses, 
Synth (assorted electronic non-imitative sounds), mid Per¬ 
cussion (drums and various sound effects). This last group 
can be played directly from the keyboard, or additionally on 
the 790, from eight assignable percussion pEids so you can 
build your own customised drumklts. 

Some of those AWM sounds are amazingly good, and per¬ 
cussion in particular seems better than on the earlier mod¬ 
els. However, several sounds seem disappointingly weak, and 
some have a higher level of background hiss than I would 
have liked. But having said that, overall sound quality is 
probably no worse than on other instruments at this price 
level, and is perfectly adequate for home and amateur use. 
Also, the instruments would undoubtedly sound much better 
played through □ decent amplifier and speaker system, 
rather than iho tatty headphones provided on the Yamaha 
stand. 


VECTOR SYNTHESIS 

Although the AWM sounds don’t appear to be editable, the 
790 has gained a trendy "vector synthesis" joystick controller 
like that, on Yamaha’s new £799 SY-22 synth, which partly 
redresses this loss. It allows you So assign any four of those 
AWM sounds to the four primary directions of the Joystick 
(forward, back, left, right) then mix them together in any 
proportion by moving the joystick appropriately , You can 
move the Joystick while you're playing the instrument to 
dynamically alter the sound produced - making it a powerful 
performance control as well as a means of producing custom¬ 
ised layered sounds. One small snag is that the instrument’s 
polyphonic capability is significantly reduced when playing In 
vector synthesis mode, as each key pressed triggers up to 
four different layers of sound. 

The built-in sequencer has been reduced to only two tracks 
on the 590. while the 79Q’s has been Increased to eight. 
Unlike the older models, each track seems to have a polypho¬ 
nic capability. The 790 lias a dedicated Vector synthesis" 
track, presumably for recording the movements of that joys¬ 
tick. Another is dedicated to recording percussion pad 
sounds, arid a third to auto accompaniment. Yes. these 
Instruments retain the fantastic "style play" auto accompani¬ 
ment features of the previous models, but there are now only 
50 styles instead of 100 - but each has two variations. 3 
couldn't establish whether these styles are still transmitted 
via MIDI - it's a pity if they're not. 

I've always thought Yamaha’s MIDI equipped PSS idstru 
incuts are the best possible low-cost starting point for anyone 
interested in computer based music making. Assuming the 
MIDI implementation of these new models is up to scratch 
(and there's no reason to believe otherwise), then they’ll 
continue to make excellent partners Ibr your Atari ST or 8-bit 
machine fusing MID I Master, of course!). If you're thinking of 
joining the MIDI revolution, make sure you cheek them out, 

SNIPPETS 

With the imminent arrival of the new Yamaha PSS 
models, dealers are axing prices of Lite PSS-580 and 780, in 
some cases to under £100, At these prices they’re irresist¬ 
ible. so .grab one while you can! 

... More end of ntirufre bargains I hear the reason for 
Steinberg's decision to slash the prices of their Pro-24 and 
Twelve sequencers for the ST is because they’re being discon 
tinned soon. Replacements arc the vastly more expensive 
Cubase and Cubeat products. If you want these top-flight 
programs at a bargain price you’d better move swiftly before 
they’re gone forever, 

C-Lab are said ta be producing a cut -down version of 
their superb Creator sequencer for the ST, to sell at less than 
£290- Presumably, this is to compete with Cubeat, Stein 
berg's new cut-down version of Cubase. 

... Jn the lost issue there was a news Item which briefly 
referred to a new version of Advanced Music System for the 
8-bit machines. This could be a perfect partner for Ml DIM as 
ter, so I'll try to get more details for next time, 

• The World of Computer Music Making tape is 
still available from PAGE 6 price <£3*95. See the 
adverts elseiuhere in this issue or ujrite to 
PAGE 6, P.O, Box 54, Stafford , ST16 1DR 
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T he idea behind 'Flood' 
is very simple. Within 
each level the hero 
'Qtiifly 1 , a green blob with 
arms, legs, and a pair of gog¬ 
gles, must explore the caverns 
and collect all of the trash 
which is not nailed down. 

Once he has collected it all, he 
can I hen use a teleporter to 
proceed to (he next level. In 
addition to the 36 normal 
levels, QuifTy must also nego 
tiate his way through a further 
6 levels, which have been built 
by the devilish Vong (whoever 
they may be] giving a total of 
42 levels. 

There are two types of tele¬ 
porter within the game, which 
outwardly look exactly the 
same. These are the L end of 
level transporters' and the 'in 
level transporters'. The former 
move Q nifty on to the next 
level and the latter moves him 
around within the environ¬ 
ment of the level he is on. 


scendant of the 
ancient tried and tested for¬ 
mula of moving your character 
around collecting objects in 
order to reach a higher level, 
Flood is by no means an ori 
gLna] concept although it does 
have some little extras. Firstly, 
as yon play the meaning of the 
gome's title becomes increas¬ 
ingly apparent, as you realize 
that the levels are slowly filling 
up with water! Secondly, scat¬ 
tered throughout, the various 
levels arc a number of ii eras of 
'hardware', including flame¬ 
throwers, grenades, boomer¬ 
angs, and dynamite! Due to 
t he unfriendly disposition of 
the denizens of the caverns to¬ 
wards Qulfly. a good tactic 
appears to he to grab the 
closest available piece of dan¬ 


gerous Looking kit and use it 
to blast anything that moves! 

The presentation of Flood is 
of a very high quality. The 
graphics are of a superb stan¬ 
dard, being suitably dull and 
slimy looking for the Inner 
depths of the caverns. The 
sprites are very smoothly ani¬ 
mated and excellently drawn, 
and as an added bonus Qulffy 
himself scores very high ly on 
the 'cute’ scale. The sound is 
a iso very good indeed. As far 
as ] can tell the spot effects 
are all sampled and of a very 
high quality and quite approp¬ 
riately used. 

Overall I was very impressed 
with Flood. It’s amusing, fun 
and compelling in its game 
play. Very enjoyable, 



FACTS 


Title: FLOOD 

Publisher: Electronic Ads/ 
Bullfrog 
Price: £24.95 

Rev ewer: John Davison jnr 


SIGHT & SOUND 


The graphics and sound are 
both v£jy wetf done and are 
suitably amusing for the style of 
game 


1 --- 1 


EP 

LAY 


Surprisingly addictive consider¬ 
ing it's yet another variety of a 
platforms and ladders game 


VERDICT 


A fun , cute, ermcjfl'rts, and en¬ 
joyable game which shouldn't 
tax the ardent games player 
too much 



FACTS 

Title: 

ROTOX 

Publisher 

U S. Gold 

Price: 

£19,99 

Reviewer: 

John Davison jnr 


SIGHT & SOUND 


The graphics are dull and jerky 
and the sound is feeble 


GAMEPLAY 


VERDICT 


The hype for this game must 
hove cost a fortune. They 
should hove spent the money 
on making it playable* 



R ot ox the man was a 
trooper injured In 
combat. Rotox the 
cyborg has been transformed 
by 22nd century science into a 
devastating cybernetic: fighting 
machine. Rotox - the game is 
the proving ground. 

Specially constructed land¬ 
scapes in deepest space pro¬ 
vide a nightmare environment 
of deadly machines and hos 
tile lifelbnns. Mistakes are 
fatal. Survive and you will 
build yourself into a Lethal 
fighting machine. Fail and 
you]' soul will wander the 
galaxy forever. 

The amount of hype which lias 
surrounded I his game made 
me curious but as with many 
gatnes the hype is by no 


ROTOX 

The basic idea of the game 
has you walking around the 
landscape clearing the sectors 
of hostile alien s and collecting 
Items of weaponry for your 
artillery. In places (he game 
has its inspiring moments, 
but these are few and lar be¬ 
tween, lii theory this should 
be a very' interesting game as 
I he idea is not at all bad, 
however the actual execution 
of the theme outlined above Is 
quite dreadful. There is cer¬ 
tainly nothing ’revolutionary’, 
as games like this can be 
found on most computers. 

The graphics are uninterest¬ 
ing. The animation is jerky 
and (he sprites are drawn in a 
very simple manner. The 
sound effects are uninspiring. 
It took many hours of playing 
to make me finally accept 
that, sadly, this game is quite 
amazingly arid outstandingly 
boring. 


means justified. 

En a word, Rotox 
could be summed 
up as BORING’, 
There is nothing 
revolutionary about the game 
at all. You merely control your 
‘cyborg’ as he walks around 
the ‘hostile environment’ 
shooting things. The view of 
the game Is solely from above, 
as you move the great warrior 
around. The packaging proud¬ 
ly boasts of a 'revolution’, 
where Rotoscape enables you 
to move around a background 
landscape of polygons. It then 
goes on to say that you can 
"watch in amazement as the 
background zooms, scrolls, 
and rotates through 360 de¬ 
grees around you, giving an 
incredibly lifelike feel to die 
game." Then: are a number of 
things I could say in reaction 
to that statement, however, 
most of them aren’t printable! 
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KICK OFF 2 


The game aisu 
contains options 
to be a player 
manager an your 
own team and 



K ick Off 2 with World 
Cup 90 as a bonus Is 
the sequel to Lhal im 
mensely successful soccer 
game of last year. Firstly it is 
necessary to point out that the 
world cup game is only really 
a background lo this upgrade 
and can In fact be juggled 
around to stay relevant for 
subsequent years. 

With that sorted out let's see 
Just what has changed since 
tire last Kick Off. Well in the 
first place it is now possible Lo 
design the teams strips, and 
do away with die odd one col¬ 
our strips of last season. 

There is a far better league 
creation mode for up to 4 
players a game and there arc- 
options to astound your 
friends with the Golden goals 
competition, yes you can save 
your scores to disk to study 
later. The system seemed Lo 
bold up the game and felt im¬ 
mensely complex but wprked.- 


even the chance 
to select your 1-6 man squad 
and select Substitutes as 
riceded. As a soccer simula¬ 
tion it seems to be reaching a 
peak but sadly it remains 
most tricky to beat the com¬ 
puter even when the most 
favourable levels of skill are 
chosen, although this does en¬ 
courage the necessary' practice 
and ensures the game a long 
attention span. One boon to 
poor players such as myself Is 
the option to slow a game 
down to about 50% ostensibly 
to watch (.he development of 
plays, but fortunately to make 
the game more playable. 

It Is quite impressive to note 
that each team has it's own 
personality when played by 
the computer, Brazilians use 


flare and speed while* Ger¬ 
mans build up from behind 
solid defences. 

This is a game which is a 
worthy successor Lo its pa¬ 
rent. although 1 still feel that 
the control mode can be a lit¬ 
tle hit and miss. Finding a 
teammate Lo pass to can be 
tricky and it takes a lot of time 
to discern just where the goals 
are relative to any particular 
player. I was pleased to see 
that the referees had been 
kept arid there is even a faeil 
ity to select your awn favourite 
ref, 

I enjoyed this game although 
I found the constant trouncing 
by the computer very depress¬ 
ing. A very good soccer game, 
better than Its predecessor. 




Probably the best football afriu- 
lotion for the ST at the moment. 
If you liked I then 2 te better 
well worth buying 


FACTS 

Title: 

GRIMBLOOD 

Publisher 

Mastertronic 

Price: 

£4.9? 

Reviewer: 

John Sweeney 




GRIMBLOOD 


ot nice lit Lie por 
traits) is going 
around the 60+ 
rooms hike 
graphics of the 
Castle and all its windows) 


T he introduction. ''Mur¬ 
der and mutilation 
stalk the corridors of 
Castle Grim blood, and terror 
rules the day,,,,” 

Sounds promising! Load it up 
and it looks and sounds prom¬ 
ising’ Play it and you will 
probably be disappointed! 

The first problem 1 had was 
that l couldn't gel it to load on 
my 104b STE. So, I tried on 
my very old 520 ST with it s 
1MD External Triangle disk 
drive. That wouldn’t load 
either, I rewired the old 520 lo 
use Its original SF354 .5MB 
drive - finally it worked! 

Nice graphics, nice music, 
nice voice synthesiser, looks 
as though it should be good! 
One of the 23 characters (lots 


killing the rest of the guys 
with various of the 16 odd im¬ 
plements scattered around. 
You can use the mouse to 
move around the castle, cheek 
for objects in rooms, look for 
secret passages, and interro¬ 
gate people. "Grimhlnod is 
controlled entirely from the 
mouse"; ‘ by pressing keys 
F1-F10, you ask questions of 
the person” huh? 

As you can probably guess, 
Grimhlood is basically a form 
ot'Chiedo. However, the ques¬ 
tions seem rather pointless as 
the murderer is allowed to lie 
to questions like "Where were 
you aL the time of the rnur 
der?'\ and no-one ever admits 
to having touched the most re 


cent murder weapon; and you 
can rarely find the person you 
want to interrogate anyway 
since there are far too many 
locations - 62 rooms plus cor¬ 
ridors and secret passages. 

I got bored with the music 
fairly quickly and Lumed that 
off. I also got fed up wilh the 
speech synthesiser (especially 
as it is sometimes incompre 
bensiblc - .Nightjar sounds like 
My Bath!) and turned it off 
hoping that that would speed 
up the game; unfortunately it 
doesn't anti you need it any¬ 
way as it is the only way to 
find out where a door leads! 
And the graphics get, very 
tedious after a while as well - 
it insists or] spending 10 
'seconds showing a door slowly 
opening every time someone 
enters a room! 

I won a couple of times, but 
only through luck, arid after 
the third time the game bung! 


63 


New Atari U&er Issue 46 



























































































ST GAMES ... ST GAMES ... ST GAMES... S 






ANARCHY 






bonus globule 
that will allow for 
the various man¬ 
datory special 
shoot ‘cm lip 




L ong, long ago ant! far. 
far away in the time of 
the eariv 8 hit there 
was an arcade game called 
Defender. In this game there 
was a revolutionary new con¬ 
cept of I wo way horizontal 
scrolling and a windowing 
technique to act as a radar 
system, The basic idea was to 
stop a variety of unpleasant 
space era ft kid na p ping you r 
spare bases. 

Now Psygnosls have followed 
in the wake of Classic Invad 
ers and prodneed Anarchy, 
the reason for (.he title escapes 
me as it has as much anar 
ehical content as Young Ones 
Rick’s poetry. The game is 
though well made graphically 
and Ls very faithful to the old 
arcade game, it plays extreme¬ 
ly fast and furious and main¬ 
tains a strong soundtrack and 
spot effect when running- 
in game play there are options 
to pick up the occasional 


effects. One in 

teres ting variant on the origin 
al is that it is now possible to 
coat your space cubes with a 
force field to prevent damage 
and theft. There is also the 
opportunity to have a second 
cannon running alongside of 
your ship to give twice the fire¬ 
power. Iliese ammunition 
pods can also give other 
various high powered destine 
tion variants, 1 suspeei the 
auto fire joystick would make 
this game a great deal easier. 

I laving said ihis there is very 
little more to the game, Each 
screen or level is very like it’s 
predecessor only faster and 
the hyper space mode that is 
entered on losing all your cap¬ 
sules is even fnsler and less 
decorative than the initial 


screens. I fear that I have 
come to expect a high degree 
of originality from Psygnosls 
and Ihis game is somewhat of 
a disappointment from that 
point of view. 

My second bone of contention 
Is with the packaging, it shows 
some very good screens but it 
shows the Amiga shots more 
akin to Blood Money while the 
ST' shot shows the reality of 
the wasteland of this game, 

I am ambivalent about this 
game. In some respects I 
would leel cheated by this if! 
bought expecting something in 
the usual Psygnosis style, but 
on the other hand if I wanted 
an updated version of Defen¬ 
der then this would certainly 
merit serious consideration. 




through a hori 
zonlal scrolling 
wilderness killing 
arid maiming as 
much of the 


peasantry and local militia as 


FACTS 

Title: 

DYNASTY WARS 

Publisher: 

Capcom/U.S. (Sold 

Price: 

£19.95 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


The graphics ore large ond cal' 
outfit I with good spot effects. 
The loading is fun. fine arcade 
style 


GAMEPLAY 


It seerris very repetitive with lit¬ 
tle to add io the excitement. 
Maybe 2 player mode helps a 
bit but not greatly 


VERDICT 


A playable game that would 
not really set arty desires 
aflame 


C apcom are becoming 
synonymous with 
good arcade conver¬ 
sions and this piece of soft¬ 
ware maintains their image 
well. For those of you who re¬ 
member the Water Margin and 
those strangely dubbed Chine¬ 
se Hero films this will be a trip 
down memory lane. 

The vety simple scenario is 
that you and possibly a 
second player must select one 
of the four heroes to go out 
and defeat the raging and 
tyrannical generals supporting 
the unlawful dynasty, It is 
your goal to restore law and 
order and also to rid China of 
those difficult Man Chu up 
starts. To achieve this the 
character must ride his horse 


possible. Granted they can be 
sneaky with their rocktraps 
and fire-hows but nothing a 
true hero can’t cope with! 

Should the going become a 
I idle tough then each hero has 
the ability to work magic, this 
can produce rockfalls or fire¬ 
balls or other such disasters 
to help you on your way. 

The controls are a little 
idiosyncratic and rely on the 
duration that the Joystick Is 
depressed to build up the 
strength of the blow. On the 
whole though the game man¬ 
ages to cope with them. Some¬ 
times selection of a few func¬ 
tions becomes pernickety but 
there is a flow to the events 
that maintains interest, 
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FACTS 

Title: 

ANARCHY 

Publisher: 

Psy gnosis 

Price: 

£24,99 

Reviewer: 

Damon Howarth 


SIGHT & SOUND 


The graphics are well imple¬ 
mented but unimaginative 
while the sound Is strong and 
effective 


GAMEPLAY 


A very goad arcade conver¬ 
sion. joystick control is excel¬ 
lent, the level choice is friendly, 
the game quite fast enough 


VERDICT 


I have a lukewarm re-action to 
this but then Defender was 
never one of my favourite 
Ofcode games anywayl 



The major problem with this 
game is that, once you have 
played for an hour or so It 
rapidly becomes extremely re 
pctiLive and lacking in real 
challenge. While there is some 
variety in the choice of the 
four heroes, both the game- 
play and the scrolling back¬ 
grounds become a little wear¬ 
ing. The whole game is veiy 
well programmed and is an ex¬ 
cel! eni feat of conversion bi.it 
even so it falls foul of many 
conversions in that it lacks a. 
long term "book". Perhaps 
with arcade games in arcades 
the real challenge is to com¬ 
plete it before you run out of 
money. Sadly I would suspect 
that even the most avid 
games ter would tire of this in 
side Lhe arcade. There is little 
room lor tactical thought with¬ 
in the game and it does not 
compare with Slrider, for ex¬ 
ample, In its challenge. 
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SPIDERTRONIC 


T his game was created 
by Hie makers of Cap 
tain Bland and shows 
all the same Gallic ingenuity 
of that classic. It is a simple 
game but like all the simple 
games one that requires cun¬ 
ning and devious logic,. 

Quite simply the player con¬ 
trols a small spider robot that 
must place various coloured 
slabs along an exit causeway 
before Prisoner style bubbles 
envelope it. The only defence 
the spider has are its web 
which can destroy bubbles 
caught in it. It is an unfortun¬ 
ate fact fur Lhc Spiderbot that 
these coloured slabs are 
placed all over a very large 
multi storied gild full of black 
holes and other hindering 
scenery - 

The layout of 1 he board is re 
mini seen I of Marble Madness 
although the later stages bring 
about mazes that arc quite 
confusing. The pace of the 


game starts off 
fairly comfortably 
but proreeds to 
frantic at. a rapid 
rate. The 3D 
effects of the maze 
arc good arid Lhc joystick re¬ 
sponse extremely positive. The 
possibility of running out of 
levels is somewhat remote but 
in that unlikely event there is 
the option to create or custo¬ 
mize levels to your design, 

This creation process is both 
easy and entertaining to do. 
Indeed once vour frustration 
with the evil balls has risen 
tuu far it is must relaxing to 
lake time out to create some 
more direct and less frustrat¬ 
ing settings for the Spiderbot 
to circumnavigate, 

It is once more most pleasing 
to see that budget games are 
offering such good value and 
of those games I have seen 
this time round Spidertronic 
was rnv favourite. It maintains 



a sense of fun and originality 
that l sometimes fear has been 
lost to the games world in this 
mire of conversions and shoot 
’em ups. The action main¬ 
tained my interest into several 
wee small hours and gave the 
cat great pleasure as it tried to 
bat the balls off the screen! 

The screenshots on the pack 
aging are all ST shots and re 
fleet the game quite accurate¬ 
ly. For those of you who enjoy 
good title music then the load¬ 
ing screen is well worth listen¬ 
ing to since it brought back 
echoes of the Scandinavian 
group Focus to my ears. 

If you see this game lurking 
unbought in the budget corner 
of your local shop snap It up 
and you will noi regret it. 


FACTS 


Title: SPIDERTRONIC 

Publisher: Smash 16 
Price: £4,99 

Reviewer Damon Haworth 


SIGHT & SOUND 


Both of these ate excellent 
especially the loading screen 
sanies 


GAMEPLAY 


Welt graded to maintain in¬ 
terest and addictive Sevei aii 
controls are extremely respon¬ 
sive - 


VERDICT 


My favourite this time's bunch. 
excellent value and good fun, 
highly recommended 



FACTS 

Title: 

ESCAPE FROM THE 


PLANET OF THE 


ROBOT MONSTERS 

Publisher: 

Domark 

Price: 

£19.99 

Reviewer: 

John, Davison jnr 


SIGHT A SOUND 


The graphics are mediocre but 
by oo means dreadful, with 
animation being a little too 
ietky (or my liking. Sound is fair¬ 
ly feeble 


GAMEPLAY 


Great tun for two players, but 
not so much for one player as if 
gets a bit tedious 


VERDICT 


A reasonable shoot 'em up 
combining ladders and plat¬ 
forms ' thinking" with Robot on 
'blasting' 



ESCAPE FROH TNE PLANr 



you will encounter 
multitudes of hos¬ 
tile robots which 
will du all in Lhcir 
power to hinder 
your progress. However, with 


E scape from the Planet 
of the Robot Monsters 
is a two player simul¬ 
taneous rescue mission in 
which you. as either of the 
dashing heroes Jake or Duke, 
must rescue Professor Sarah 
Be Hum and free the enslaved 
hostages before they are tur¬ 
ned into Jtobo Zombies! You 
must also find and break Into 
Hie food and bomb lookers 1 o 
get special weapons and sup 
plies to help you destroy the 
evil Reptilons. 

The object of the game is iu 
progress through the three 
dimensional environment of 
ihc factories of Planet X res 
cuing hostages and destroying 
the Reptilons which guard 
them. Around the factories 


a sufficiently high level of 'fire 
button finger' stamina these 
can easily he disposed of. At 
I be end of every three levels 
you will encounter one of the 
evil Reptilons who must be 
destroyed by Continuous gun- 
lire and bombing. At firsL this 
will prove to be a major prob¬ 
lem for a beginner, but after 
some time the defensive 
methods of each of these foul 
creatures can he analysed and 
Counteracted. At the end of 
every fourth level you will have 
tu traverse the ‘Canal Zone'. In' 
this particular stage Jake and 
Duke must hop into their 
Cyber Sleds' where they will 
have thirty seconds to move 
through the winding tunnels 


to reach I he next factory level. 
Graphically this game can be 
divided into two categories. 
Firstly Lhc title screens and 
'between level' screens are of a 
very high quality. The cartoon 
style graphics are well drawn 
and very colourful, but the 
game screens themselves 
aren't that Impressive, The 
animation isn't particularly 
good and tire definition of the 
graphics could be better, Hie 
scrolling quality is also fairly 
poor - while not being exactly 
jerky it isn't especially smooth 
either. So ideally, the game 
Isn't too bad. There's a catchy 
little tune playing in the back¬ 
ground - nothing marvellous, 
but it's far from the dreadful 
droning of many other games. 
In terms of playability I 
would liken this game to a 
three dimensional two player 
version of Robotron. 

On the whole it's a good blast. 


AS 
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STRATEGY 



C omputer games allow you to 

enter a fantasy world and fulfil 
your wildest dreams; you can be 
a wizard or a warrior, explore distant 
planets or relive Napoleon's battles, be an 
ace fighter pilot or a City Planner huh? 
- a City Planner? You mean you have 
never fantasized about being a City Plan¬ 
ned Well, never mind, try Sim City arid 
see what you have been missing! 

You not only gel to be City Planner, but 
Mayor as well (i.e you set tax levels!). 
There are eight scenarios provided, rang¬ 
ing from Nuclear Meltdown in Boston to 
Earthquake in San Fran CISCO, each With 
specific objectives to be achieved within a 
limited number of years. But ihe main 
goal of Sim City is to allow you to design 
the city of your dreams • as long as you 
plan it carefully and provide places for 
living, working, shopping and playing, 
white coni rolling problems such as Lraf¬ 
fle, pollution, overcrowding, crime, taxes, 
etc. then lots of simulated people ("Sims") 
will come and live in your city! 

The simulation is almost completely 
mouse driven, using, lots of icons and 
windows (you can use the keyboard for 
some of the commands hut Q for 
querying an area, and 0-3 for controlling 
speed were the only keys 1 ever used). 

The main playing area is a large scrolling 
window showing part of your city plus 
icons to allow you to: bulldoze areas; 
build power lines, roads, railway lines, 
parks, police and fire departments, sta- 
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Title: 

SIM CITY 

Put-1 sher: 

Irfogrames 

Ft ce: 

£29,99 

Reviewer: 

John Sweeney 


dirnns, power 
plants, sea ports 
and airports; and 
designate areas/ 
zones as Reslden 
tlal. Commercial, or 
Industrial. 

If you make sure 
that these zones 
are provided with 
power and access 
to transport, then 
the computer will 
generate thousands 
of Sims who will 
build houses, 
offices and factor¬ 
ies. The Sims manifest themselves to you 
in a number of ways. First buddings will 
appear, then lots of little black dots wall 
atari zipping up and down the roads 
showing the traffic density. Secondly 
they will start complaining - the latest 
poll figures are available in a window so 
that you can see what sort of job they 
think you arc doing and what their major 
gripes arc - taxes, pollution, crime, house 
prices, etc. Thirdly they will start deman¬ 
ding things: messages appear at the top 
of the screen to let you know I hat they 
think the roads are inadequate, or that 
they want a stadium or an airport. 

You can open windows to view maps ol 
the city outline, the power grid, and the 
transport systems, showing traffic den si 
Ly, crime rale, land value, etc. and 

graphs of historical trends In popu¬ 
lation. commerce, induslry, pollu¬ 
tion, etc. The manual has a chart at 
the bark to help you understand 
how all these tilings affect each 
other, so once you have found a 
problem area (e.g, population drop 
ping rapidly or crime rising rapidly) 
you can workout the sort of actions 
which might afferl it. 

The 50 page manual also includes 
a Tutorial to help you get the most 
out of ail this information! 

Sim City is very flexible so you will 
undoubtedly develop your own style 
of play, I usually freeze the action 
(press 0); check the polls for die main 
gripes: scan the overall maps for problem 
areas relating to that gripe; decide ori a 
plan of action; bulldoze, zone and build 
as necessary: set the action going again 
(press 3); sit back and watch for a few 
months (each month will take from 10 to 
50 seconds depending on the size of the 


Hons Piiayttrs Mindawi 




the city 
of your 
dreams 99 


city). Repeat as necessary! 

Everyone E know who has played it has 
thoroughly enjoyed it, aL least to start 
with. Unfortunately. iL does not appear to 
have as much lasting appeal as I had 
hoped. Once you have built a couple of 
cities and solved a few of the scenarios it 
gets to be a bit "samey". Perhaps a few 
more scenarios would have helped. 

Maybe the next one will keep me In¬ 
terested for longer - it is called Sim 
World! 


GAMEPLAY Very mefl designed, 
allowing you to easily pin point prob¬ 
lem areas and implement modrftra- 
irons fo your cfay - the mouse control, 
irons and iuindoLcs uxjrfc me if together 
in most respects 

GRAPHICS Excellent! 

VERDICT - Undoubtedly an excellent 
sEmidariou: eu*?n if you. don't like that 
sort of thing you are likely to gel some 
fun out of it - and lots of people seem 
to get thoroughly addicted io it 
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AATARf ST and O amjga 


Sixteen Bit Superdeals from the Sixteen Bit Specialists! 

CUSTOMERS PLEASE NOTE! When comparing prices remember ours include fast delivery by courier. 


aaj 


520STE Power Pack 

£349.00 

inc. VAT ana Next Day Delivery 


Power Pack includes: 

* 520STE 512K Keyboard with Built-in 1 Megabyte disk drive and TV 
Modulator 

* Over £550 worth of games software, including QutRun, Gauntlet 2, 
R-Type, Space Harrier, Super HangQn and 16 more Top Games 

* Organiser Business Software including WORD PROCESSOR, 
SPREADSHEET and DATABASE 

+ First BASIC and First Music Utility Software 

* FREE JOYSTICK AND FREE MOUSE MAT WORTH £4,95 

* AH leads, manuals PLUS MOUSE and free mains plug! 


5205TFM DISCOVERY PACK 

£279-00 




NEW! fan la si it value fur money pack indudes: 

* 520 5TFM 512K memory keyboard with built in 1 megabyte double sided disk 
drive and TV modulator 

* Game Pack includinq OUTRUN. SPACE HARRIER. CARRIER COMMAND and 
BOMB JACK 

* UTILITY PROGRAMMES inc STOS GAME CREATOR. NEQCHROME painting 
package and FIRST BASIC programming language 

* ST tutorial programme and DISCOVER YOU'R ST beginners guide to the ST 
computer 

+ PLUS MOUSE, MOUSE MAT, MANUALS. ALL LEADS, METACQMCQ BASIC 
AND MAINS PLUG! 


1040STE BUSINESS PACK 

£449,00 

* Includes the new 1 megabyte 10405TE keyboard plus over £200 worth cf 
businoss soft-ware including K-WORD woreprocessing software, K-CALC 
spread sheet and K-DATA Database software Also includes Metacomcc BASIC. 
Mouse Pad, all Leads, Manuals and Mouse. 


MEGA 1 BUSINESS Pack 

Fm ,u„ s = £529.00 

* Separate Keyboard and System UM 

* Inc. all software supplied with 1040 STE Business Pack 

* Blitter chip installed for faster graphics 

Ine SMI 24 Mono Monitor.E62&.00 


ACCESSORIES 


Qui cks hot II To rbo Joystick .£9.95 

Competition Pro 5000 Joystick.£13 95 

Competition Pro with Autofire.£14.95 

Konix Speedking Joystick.£11.95 

Rad Mouse Mat wiltl Amiga logo ....£5.95 

Plain blue Mouse Mat ...£4 95 

Naksha Mouse tor ST, Amiga dr PC.. ..£29.95 

Contriver Amiga and ST Mouse with FREE Holder and Mouse Pad £20 05 


Branded Memorex 3.5" D$DD Disks 

Box of ID .. £13.55 

Me mores Disk Box 

For 40 3.5" Disks.£3.95 

Amiga 1/2 Meg Expansion.£99.95 

Conirol Centre Alan or Amiga .£44.95 


PRINTERS 

Star LGi 0 including interface lead for ST/Amiga...... . 

Slar LC10 colour irtcJudingi interface lead- for ST' Amiga . 

Siar LC24-10 24 pm including load for ST,'Amiga. 

Citizen 120D t NLO including interface lead lor ST/Amiga. 

Citizen Swill 24 pm letter quality including lead for ST/ Amiga.. 
Colour Version of Swift 24 pin.. 


.£165.00 

.£219.00 

.£249.00 

.£139.00 

.£309.00 

.£349.00 


AMIGA A500 
GAMES PACK 

featuring BAT PACK or the new 
FLIGHT OF FANTASY PACK 

£399.00 

inc. VAT and Next Day Delivery 

BAT Games Pack includes; 

* Am ga AS<X> $1EK Keyboard with Built-in 1 

* Free TV modulator ivorth Z24 35 allowing 

* DELUXE PAINT II GRAPHICS PACKAGE 

* FREE HOLIDAY 1 4 In, % %mjPlllllij 

* FREE. only-juSt-re eas-ed B 

* NEW ZEALAND STORY area 

* Fia-INTERCEPTQR -amazin 

* A further £230 worth ol 
BARBARIAN, WIZBALLfi s\ 

* FREE JOYSTICK. MOUSE MAT 

* Amiga BASIC, Amiga EXTRA! 

* All leads, manuals PLUS Mi 

FLIGHT OF FANTASY 

* F29 PETALIATOR - lantaslic N 

* RAINBOW ISLANDS - smashing new armpe q 

* ESCAPE FROM THE PLANET OF TlrfdSoBOT 

* Everything else lisled Ihr BAT Games Pack. 



AMIGA 1 MEG 
BAT GAME PACK 

£499,00 

1 Meg Bat Games Pack Includes; 

* Fitted 1 Megabyte Memory Expansion + Real Time Clock Card 

* Everything listed tor the A500 Bat Game Pack 

* DRAGON'S LAIR 1 MEG MEGAGAME 1 




AMIGA 2000 

IBM PC AND AMIGA COMPATIBLE 
TWO COMPUTERS FOR THE PRICE OF ONE! 

Cl349 (Inc VAT and next day delivery] 

(Cl 173.04 exe. VAT) 

FEATURES: 

* Separate Keyboard & System Unit 

* 1 Megabyte RAM ‘expandable 

* Built-in 3.5 Disk Drive loads Amiga Software 

* Built-in 5.25 Disk Drive loads IBM Software 

+ Built-in 20MB Hard Drive stores IBM & Amiga Software 

* 4096 Colours & Digital Stereo Sound 

* Run$ IBM software with built-in XT Bridgeboard 

* IBM and Amiga Expansion Slots 


EXTERNAL DISK DRIVES 

Cumana 1 Megabyte Atari or Amiga. 

NEC 1 Megabyte Atari or Amiga.,, 

Aiari SF314 1 Megabyte.. 

Amiga MDIO 1 Megabyte. 

Alan Megafile 30 Hard Disk. . 

New Commodore A590 20 meg hard disk.... 

A59Q Hard Disk + Memory Upgrade installed .. 


. 

.£79.95 

....£139,00 
£99.95 
....£439.09 
....£389 00 
... Phone 


MONITORS 


Commodore Amiga A1M4 stereo Monitor inc lead..£259.00 

Atari SC 1224 Colour Monitor inc lead. .£259.00 

Atari SM124 Mono Mo n itor i nd uding lead. .. .. £ 119.00 

Philips CMaS93 stereo Colour monitor inc. lead tor ST Or Amiga.£249.00 


24 HOUR CREDIT CARD HOTLINE « 0908 378008 . 

To order cither call the ordarlln# a box* with your Credit Card data Hi Oft make a cha-qu* or P,0. payabl* to: 

Digicom Computer f inn|c*i Ltd and aind It with your g*d*r to tti* iddntt k»low. Shcwracm open at thi address balpw Han-fat 10.04am - fi.Mpm, 


o 


DIGICOM 

Unit 36, Wharfside, Fanny Stratford, MILTON KEYNES, MK2 2AZ. 

All prices Include VAT and delivery by courier 
Licensed Credit Brokers ‘ Written quotations available on request APH 34.5% Variable. 
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■■■i BOARD GAMES ■ 

PICTIONARY 


P ictionary is the most unusual 

game 1 have seen iri a long time, 
being a computerised version of a 
board game with the same name. It’s 
produced by [ Jo mark, who were also re 
sponsible for that other blockbusting 
board game conversion - Trivial Pursuit. 
In fact, both games have a number of 
similarities, both in the way they're play¬ 
ed and in the general style of (he compu¬ 
terised presentation, 

Your objective in playing is 1o progress 
round the playing board as quickly as 
possible and be the first lo finish. You 
earn I be right to move by correctly iden¬ 
tifying a word from a picture representing 
it drawn on the screen, and if successful 
you move the number of positions deter 
mined by the roll of n die. 

Like Trivial Pursuit, the board positions 
are marked with different subject classifi¬ 
cations. and you have to draw pictures 
representing words from the category you 
land on- hi Pictionary these arc Person/ 
Place/Animal [one classification). Object. 
Action, Difficult, and All Play. These are 
self explanatory except for the last two. 
’Difficult 1 covers challenging words in any 
category, i.e. ones you’re likely to have 
trouble with! ’All Play' can be any type of 
word, but ANY player ran attempt to 
identify it, not just the current player. 
The person answering correctly takes the 
nexL turn, so It’s a way of introducing an 
clement of unpredictability info the 
game. 



Trie: 

PICTIONARY 


Publisher: 

Domark 


Price: 

£24,99 


Reviewer: 

John S Davison 



One to four indi¬ 
vidual players, or 
two to lour teams 
can play Ficlionary- 
When you play as 
individuals, the 
computer handles 
the business of 
drawing the pic¬ 
tures. It secretly 
chooses a word 
{from its 2500 word 
list) for the category 
determined by your 
current position on 
the board, then 
slickly unrolls a 

blank drawing canvas over the playing 
board. 

The screen now takes on the appearance 
of a drawing program, complete with a 
set of drawing tools for producing lines, 
circles, fills, etc., plus a selection of line- 
styles, colours, and fill patterns. The 
computer now proceeds to Illustrate the 
word with an appropriate drawing. El 
really is fascinating to watch the compu¬ 
ter at work, as it chooses the appropriate 
tools to sketch out the picture just as a 
human would, 

When playing as teams, one member 
from each team Is nominated as the Pie 
turisf [what an, awful term!I and has to 
draw the word chosen by the computer 
for the rest of his (caret to guess. Four 
word cards, each containing a different 

_ set of 1 28 words for each category. 

are supplied as part of l ire package, 
Tiie words arc arranged in a maLrlx. 
so the computer can tell the Ptelur- 
isi which word to draw by referring 
to 11 s row and column number. In 
t his way the word remains hidden 
from everyone else. 

The program has a practice mode' 
permitting you to use the drawing 
facilities without playing the game. 
This turns it. into a mini art prog 
ram, and you ran even sav r e your 
work to disk and reload It later, or 
transfer it to NcuChrome for further 
embellish men 1. 

At the start of a game you can sri a time 
limit of 3,2. or 3 minutes, which acts as 
a control of difficulty level. The drawing 
and guessing of the word must be com¬ 
pleted in this period. If the guess is cor¬ 
rect the computer rolls the die, moves the 
appropriate counter along the board as 
required, and the process begins over 



again. If not. the next player or team take 
ibeir turn. The winner is the first player 
or team to reach the last position on ihe 
board and correctly guess the final word. 
Points are awarded lor a correct guess, 
based on the number of seconds remain¬ 
ing of your time limit. During play you 
can display the score table, which shows 
points scored by each player or team, 
number of words guessed, average time 
for guesses, and number of games 
they've won since play started. 

Fictionary really Is a delight Lo use, Ev¬ 
erything can be controlled with the 
mouse, joystick, or keyboard - alone or in 
any combination. There are no com 
mauds to remember as everything can be 
done by menu or button selection. The 
clear, colourful graphics help too, and 
there’s even a lit tle chap at the bottom of 
the screen who reminds you what So do 
next via 'speech bubbles’, 

Tilts is undoubtedly another winner 
from Domark. Whether you play solo or 
with friends it’s tremendous fun - even if 
you can't draw very well. Ef you liked 
Trivial Pursuit you’ll love Pietionaiy. 

• GAMEPIJIY - easy lo use. fascinating 
io match, or id great Jim to play 

• SIGHT AiYL> SOUND dear, colour/ul 
background screen pins intriguing 
computer generated drawing sequ¬ 
ences. Sound is limited lo title music 
plus a jew well executed Round effects 
- perfectly adequate for a game of this 
type 

• VERDICT the best game I've seen in 
ages 
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ADVENTURE 







A l i'irtst glance I his looks 
like a standard Text 
Adventure with Pic¬ 
tures. But... 

Jlie manual says. This is NOT 
a conventional adventure, 
where the game play relies 
heavily on object collection, 
manipulation and logical pLizzie 
solving. The Hound of Shadow 
is a role-playing game a realis¬ 
tic simulation of an imaginary 
world." 

Eldritch games have developed 
the concept of a Timeline Char- 
acler\ with many, many per 
sonal attributes, which you can 
use n ot only In the Hound of Shadow, 
but also in their future games. Unfortun¬ 
ately the Initial Implementation in Hound 
Of Shadow is much too Limited. True, the 
character creation system Is all there - 
you can spend half an hour inventing 
your character sex. age, background, 
profession (nine io choose from, ranging 
from Freelance Reporter to Psychic Inves¬ 
tigator). and allocating him or her skill 
points in over 40 differed I categories, 
from Brawling to Electrical Engineering, 
and from Eseapology Lo Written Lan 
guages! 


Liest include: you must refer to 
GASCOIGNE as JOURNAL (de 
spite the fact that all other 
books are referred lo by the au¬ 
thor’s name!), and if you want 
Miranda you must WRITE to 
her I despite the fact that there 
isn’t time, anti that when you 
do t he response says that you 
don't actually write anywayf). 
Each of these wasted a couple 
of hours for me. as I knew ex¬ 
actly what I wanted to do. but 
couldn't get the game to accept 
my commands! And at the end 
of the game, just typing WAIT 
UNTIL 12 instead of WAIT can 
mean that you Ijllogicully] die and have to 
reload the game from scratch - another 
live minutes of your life down the drain! 
On the positive side, The Hound of Sha¬ 
de) w does have an Interesting Luveeraft- 
style horror plot, there is lots and lots of 
texi. and the full-screen pictures arc ex¬ 
cellent. 

1 understand that they realise that their 
parser is too limited and that future 
games in the series will use a completely 
new one. It is an ambitious project and 
COltld develop into an excellent series 
time will tell! 

ft GAMEPLAY Mostly a feddy straight- 
Jonvard text adventure 

• GRAPHICS Excellent fall screen pic¬ 
tures of Unidan in die J 920s 

• verdict - Good story, not so good 
implement nfton - feTs hope the? next 
one is better 


game consists of WAlTing 
while things happen around you. 
until you are told to do some¬ 
thing, then trying to guess what 
is the only command they have 
programmed in to allow you to 
Loll it what you want to do] 

There arc quite a few bugs and 
inconsistencies. Some of the lias- 
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Edit it all seems to have very little effect 
on how the game plays. Occasionally you 
will get an extra paragraph of text dis¬ 
played. relevant to your background or 
skills, and occasionally 11 allows you Lo 
appear to progress slightly faster. For ex¬ 
ample. at one point you need to translate 
an ancient text written in Latin and Ger¬ 
man. One of my characters could, one 
couldn’t. So, what should i do? I tried to 
develop my character by getling Latin 
and German dictionaries and grammars 
and studying them - the game let me 
attempt this, but then told me i could not 
succeed anyway, \ decide Eo try and 
find another solution to the prob 
lent. But the game doesn't lei you 
as soon as you leave the reading 
room you ALWAYS meet your friend 
who INSISTS on translating the 
book for you whether you like it or 
noi! Which makes having the skill 
yourself all rather pointless! 

The game is also far too limited in 
what it can understand. 90% of 
your commands will be 
answered with "1 beg your 
pardon?" or " I don't under 
stand that". Most of the 


] tie 

THE HOUND OF SHADOW 

Publsher: 

Electronic Arts 

Price: 

£24,99 

Reviewer: 

John Sweeney 
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News about... 

STOS Vidi 
New STOS PD 

Programs for... 

Rainbow 
Routines 
Sprite Plotting 

Plus... 

All the latest 
gossip about 
STOS 


I t's that time of year again, yep you 
know when all those computer 
shows seem to appear all in one go, 
The Commodore. Atari and 16 bit shows 
have just finished and I'm now preparing 
to pop along to the European Computer 
Entertainment Show (although by the 
time you read this it will all be over, 
ahhhh.J. Actually I didn't attend the 
Atari show [as you will know if you read 
last issues column) but I did pop along to 
the 16 bit Fair, and what fun it was. New 
Atari User were there (although to tell 
you the truth I didn't find out until 1 got 
home and sifted through the myriad ol 
carrier hags filled with catalogues and 
leaflets etc,). Maybe I’m getting old but it 
was really LOUD in those halls, with 
almost every conceivable piece of musical 
hardware (STE's, Amiga's, Sega Megad 
rives. PC Engines) blasting out melodic 
[and not-so-melodic] orchestrations. 

VIDI ST 

Rombo, those wonderful manufacturers 
of Vidi ST had a little surprise on their 
stand, no not STOS Vidi but 1 hey were 
selling the STOS extension for Vidi, I 
have it on good authority that the editor 
for the STOS Vidi extension will be com 
pleted soon, by a small group of prog¬ 
rammers called the Hi Teeh-Hairies, 
watch this space for more information. 
Anyway borrowing an Hitachi CCTV 
video camera 1 tested the extension and 
(list between you and me - it’s brilliant, 
everything you can do with the original 
Vidi editor can be dene with STOS, I 
can’t wait for (he STOS Vidi editor. 

STOS DEMOS 

Also while at the show L met up with 
Alastair Craig of River dene PDL who have 
just produced an excellent STOS demo 
with fabulous graphics and wonderful 
sampled sound, the dernu itself is public 
domain (and is available from the Page 6 


PD library) but the source code is share¬ 
ware and Is only available from Rivcrdcne 
[phone number at the end of Ibis col¬ 
umn}. I have exhaustively dissected tills 
source code arid have discovered some 
veiy interesting new things, one of which 
is a poke which turns off the mouse com 
pletely. Actually a Lot of the techniques 
which the demo uses Eire cheats, they 
look absolutely mind-blowing taut they 
are achieved so simply you’ll kick your¬ 
self ‘cos you never thought of them. 

While I am nagging on abou t demos 
there l-s another STOS demo from 
Richard Gale [creator of the brilliant 
STOS Typing Tutor}. Using one of the 
robots from Sprite 600 you can walk 
around and enter demo rooms (in typical 
ST demo style) which then load up a new 
demo. This one contains a lot more than 
(he Riverdene demo but it isn’t quite as 
innovative. The source code is available 
directly from Richard Gale (for a small 
donation towards the Encourage- 
Richard-To-Write-Another-Fabo-Demo 
fund) so check it out (yes it’s available 
from the Pago 6 PD library). 

THE COMPETITION 


The STOS competition is now over (fin¬ 
ally) but I cannot give you a list of prize 
winners at the moment 'cos I'in writing 
this at Lhe beginning of August, a full list 
new lime. 

Before we take a look at the programs I 
must issue a word of warning, anybody- 
sending me stuff must now make sure it 
is STE compatible (the 1.6 STOS update 
is PD and available from, guess where?], 

1 must admit that I finally succumbed to 
temptation and upgraded to a 1040STE [I 
couldn't cope on my old 52QSTFM with 
single sided internal drive), so if you do 
not have the STOS update please send 
me the source code to any program ho 
that 1 can run it from my copy of STOS (if 
you do not want anybody else to see your 
source code just say so and it wifi remain 
locked away). 


RAINBOWS 


Okay, onto the programs (there are 
quite a few this Issue), the first two come 
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RAINBOW Prcigrirti listing K 1 m 

Creates J kfliNBOU, PRG +]E» L 6 rnachiine cede modulo -fc^ Scaatng m 
ante a STflG Bac-ic irftmory bank to jfripr for^ 312 euloun- cvrliJnj t if * 
® spcci lied : ijloiir register undnr cant r :,J of h-yi., arkit ODL * 

tnlltt'rupts t -fen- iiidusbon in [iregram 42, * 

* 

Py Anthony Ho^hn 2 ?tk July 1 940 * 

Far NEW ATARI USER / HAKR * Magnums ! 

1 •’■•Cl* on a mi ndnp*n ] , 0 , B.fcJK/irU v* , 12 + 2 a cur ft off 
170 cdOHit ? centre "t> eating RfttNEfnu.FFiB file rin*i r r , » 

[ap print i cdOi-m s centre "PI mise wait.* 

1 90 r am 

JRB r user we ** Mark 10,907 ; BANKADDfieSB^stert i 101 ; TT-IFr* GU «"0 
jil “ KrstDrc 1190 i far L0QF> = 1 to ^32 ? road NT) $ CHE C KSUh -C HECK 51 Jrt * WD 
7.20 deke- HAKf^ADDFlESE t WI5 t SAhXrtDDfitSS^EMNKADDRfeSii *7 s fujirt LQLli- 
2Jii rem 

240 if CHFCKSUMwlTi^JTS tH*rt tesawe -r ii nbow, prg" , start f 10) to start f 10+7*4 t 
print i cdDHi i t centre- "i-ilB- fiweii to disk. " else print » tiloMn s centra “Error 
m rials 
2SQ rsi. 

?A0 print t c:lo«n a centre "Click nau.se key |„ c *at. " 

Tia nhilc noLbiss koy-lfllsi; : Hend i dtfsult : enri 
290 ran 

7?lff dflta *i0]A,*K.*270 H *0 1 *e T *Pl p lr|5i,*0 1 *E,*/[;aB,*0 

zaa d*t«. *0 . 40 „ TH„ *4ABB, *4700, * 3 ®, * 7 Fttl , *t 1 H , * ■ 2 t» T 122 if , tew 

310 dat a * 7 , **70E P *lC.,w:41 ,*F, *&EB0, * 1 4, * 1341 p *B,*6&a0,*t 

3:? ® data i4£7S ,*6 100, *HB, *4E75,*3036 T *234,*4A4B 

330 data: *4B7 A t »14 1 *3F3C t * 24, *4E4E t F3CEF ,*44FA,*2,SE ,*:S 0 Bn p iFFFF,*4E?3 

340 data *41Ffl p *7 10 , *E349., *277C, *FF , *0240 T *&2l7l .*2147, *20 Sit Si *\E 

iSll- date *1179, tfh , *FA09, 14 H * 1 174 ,sff ,*Ffi07 ,*b t fl 1 7 - 7 , *FF,*FA13 

360 dat a *B,S 2 177,*0 p *l20,*A,*20B9„Sfl„170 T *317C„*FQ9a,SI A 

37 ffl dnta +3l7t,*0,*|g,t317C 1 *B,*|6,*317C h *& 1 .*!4,*3i7C, l *fl 

3S0 data *12.*3I7C,*0, *| 0,*317C,*B„*£ T «39,*FE.,*FF„SFAB7 
310 data T43FA, *RB,*23C9, f0,* I 20.*39 p *l p Sf'F T *FA07 T *39 H *1 
4UU dat^ *FF ( «:flil 1 «43Ffl 1 *EB,*2M;9,iB,l7B 1 4l£75 t *3*» 1 ilM 1 *^l 

4 L 0 dat a S&7BIB P * 1 6 . *497A ,fH p *3F3C, *2A. «4t 4F , *5C0F, *41F A, «l BA, *30BC 
470 d*tn *-0 s *4t7S,il3FA,Hta 7 sFF .tFAOT.tilFfl.SltiS, *FF,*FASI7 1 St 3FA 
430 data *[3C,tFF 1 *FA12 1 *23FA,*lSt p *S p *l 3 H,*23TA t si44 p *H a Jf 70 
« 40 d*t a 4227 A, % 13F n *32E5fl t * IS 6 , f 4F75, *3F3C ,14, *4F4C ,. 4B40F p *4E 7S, * 4 FF 7 
450 data *0&Ce,*41FA i *| 3 4,.«2*e f *2a i *3JrBfl,*136^*6ia 1 *l T tE,*Ci0 
4A0 (Jala *a T *fe P *fr60B p *34 p tit7r ri *0,*E,*tia l *l T *10, *C 6 D 
470 data * 0 ,* 10 ,**£ 00 ,* 1 F,*317C,SH,*LH,*669„* 1 t Fl 2 ,JC65 
4R0 data (.9,117, *6600,49 T *3 i 7C „ *B , * 12 , Si J 7p , *F0BO t * IA, f 30iA 

4V& da In *E2 i *£l4B,*CJ| J a,*lA,s3B3A,*nfi,«:d40 J *0IAH,*lA,i303A + *LA 
50B data *D | * 0 , * 1 A, adL’IlF, *30 S . * QB9,40,*FF ■ *F|A0F, E 1 3,1 f 3 FC, *0 
310 ilnt a *FF *SFflJB,*13FC h Sl,«FF p *FA21,*C39,*l,fFF 1 *FA2E f *bhat3 
520 data *FF£E , * 13FL, *R, *FF, *Frtl Jd, *4RE7, *0BD0 „ * 41F ft p » 7 E p *660 > * I 
S30 data * 14 ,*r*S,*0,*14 p *fiAB 0 ,*34^*il 7t p *0,»] 4 ,*669 *1 
340 cut* * 1 6 I. < u*W , *R , *16, dt 6140 ,* IF P *317C ,*B,S16 P *i» 6 F , * 1 
350 data * 10 , *C6E,*S.*]a T *6600,*B,S3l7[; p *0,*lB,*II 7C, *FBBH 
SAB tUta *IA T *30: r ift r *4A,*El4U, 111 ] 68 P * 1 A, *30iA t *3F T *E?4fl,*01*0,*1A 
570 data *307A t *32, fll 160, * 1A,*317ft, *7A,*E,*317fl t S 2 * T * [0,* 3 17A 
3F0 data * 22 ,* 12 ,* 4 CDF,* 10 L T f 4 EF 1 p * 0 1 S 0 i TB.» 0 ,* 0,*0 
SVU dalrt * 0 ,* 0 ,*fi T fB T * 0 ,<a 4 * 0 ,*» T *B.* 0,*0 

i 00 data *0,*0,*0,*0 1 rtS,id„ r *fl.40,SB,*0 


Program 2 - a machine code rainbotc scrolling module 


2E rem ♦ 
r^rm * 

43 rem s 

M r em # 
60 r^rp H 

70 rem s 
30 r C m * 
90 re* c 
I0E rom * 

1 ] SI r Hni € 

120 r Pill * 

130 1-cm * 

] 50 r<fm ■ h h 
1 50 rem 
160 a4f 


from Anthony Ilaskin who has sent me a 
sohiUtm to the appeal I made for a STOS 
rainbow routine many issues ago. 

Thanks Anthony, the PD discs I promised 
are on ilieir way, 

THE RAINBOW MODULE 

PROGRAM 1 creates a small module 
which can lie loaded into a 5TOS mem 
ory bank, here's how it works 

LINES 10-140 tell you about the 
program 

LINE 160 clears the screen and opens a 
resolution independent window (but re¬ 
member this routine only works in 
medium or low res) 

LINE 200 reserves a small amount of 
memory for the routine (800 bytes, less 
than lk!f) and finds the start address 
LINES 210-220 read in I he data and 
poke it into the memory hank, The result 
from each 'read’ is added to the variable 
CHECKSUM, this allows a rudimentary 
error checking 

LINES 290-600 contain the data for the 
memory bank 

Ok. so there is quite a bit of data and 
you really want this routine (don't you?) 
but you don’t really want to type it In. To 
solve ihis problem buy the latest STQS 
column disc, filled to the brim with the 
programs from the past few Issues, avail ¬ 
able now from the Page 6 Pll library. 

USEFUL RAINBOWS 

The next program demonstrates Just 
how useful a Rainbow routine ran be, it 
can make (almost) any program look 
classy with just a simple CALL command 
[I may even do a new version of Treasure 
Search to take advantage of It FI). Type in 
PROGRAM 2 P this is how It works 

LINES 10-120 just tell you what a gener¬ 
ally brilliant person Anthony Hoskin is 
for writing such a useful routine 
LINE 160 sets up the screen 
LINE 170 reserves the memory bank and 
loads In the module saved when you ran 
PROGRAM 1 {you did run it?) 

LINES 210-240 draw a 16 colour (0-1 5] 


bar chart and display a little message 
LINES 260-290 are the interesting lines. 
To start/stop the routine you need to 
pass a value into DREG [Of a value of 1 
will will switch the colour cycling on and 
a value of 0 will stop it. You will also 
need to pass the value of the colour reg¬ 
ister you wish to cycle Into DREG( I) (this 
can 0-15 in low res or 0-3 ill medium 
res). Of course before you see any 
changes you will have to CALL the 
routine using ■ CALL banknumber 
LINES 310-370 actually cause the 
routine to cycle each bar in the chart 
individually, this continues until you 
click o n the mouse 


AN INTERLUDE 

A short interlude before the next prog 
ram, l did fully intend to do a little 
SPEAKTEX tutorial (the PD speech 
generator for STOS) this issue but unfor 
Innately after looking at the module it 
Seems a little too big to publish as a 
listing (about SOkEEJH) so I have put it on 
the second STOS column disk (available 
from the usual place), if enough people 
buy it I will publish a small piece on It, 


continued 
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BACK TO THE 
PROGRAMS 

The last program for this issue is a real 
corker (It should be, I wrote itM!!), basic¬ 
ally ft allows you to pasLe sprites on the 
screen. It is something that the program¬ 
mers of Pun School 3 needed so that they 
could create sheets of animation to port 
over to other machines, so I obliged and 
wrote this. To use it you just load a sprite 
bank (the 'L' key] and cycle through the 
sprite bank (the '+’ and keys) plotting 
the sprites onto any part of the screen 
you wish (by press!Jig the left mouse key 
and then the right), you can then save 
the screen (press ’S’). The program also 
includes some very Interesting 'hacks" 
into the sprite bank, here’s how it works 

LINE 150 sets up initial sprite number 
and reserves a screen (used for the undo 
feature) 

LINE 160 does a few Jumps to set up the 
screen, load a sprite bank and calculate 
the information needed about the sprite 
bank 

LINE 170 changes the mouse to the 
image of the first sprite 
LINES 180-280 do the important bits of 
checking the keyboard and mousekeys 
LINE 370 finds the start of the sprite 
bank (past the header information) 

LINES 380-390 find the xsize and ysize 
of a sprite (determined by the variable 
spnuni) 

LINES 400-410 find Lhe x and y hotspot 
of a sprite (determined by the variable 
spnu m) 

LINE 420 sets up the mouse limits 
LINE 470 grabs the screen before erasing 
It with the tile selector 
LINE 460 changes the mouse back Lo the 
appropriate sprite if a sprite bank is not 
loaded and then restores the screen 
LINE 490 loads the new sprite bank, gets 
the sprite palette, finds the number of 
sprites, changes the mouse to the first 
sprite and then calculates the sprite in¬ 
formation 

LINE 500 pokes the sprite palette into 
screen 6 

LINE 510 restores the old screen (erase 
it If you wan t) 


LINES 550-560 hack into the sprite 
bank to find out the palette 
LINE 600 grabs a copy of the screen and 
changes the mouse back to normal. It 
then pops up a file selector and after 
typing something restores the screen 
back to normal 

LINE 610 jumps back to the main prog 
ram if no name was typed in 
LINE 620 saves the screen to disk 
LINE 670 gets the x/y coordinates of Lhe 
mouse 

LINE 6S0 grabs the screen before we plot 
the sprite (used for undo mode), the 
sprite is then positioned arid pasted onto 
the screen using PUT SPRITE. A box is 
then drawn around Lite sprite 
LINE 730 copies the screen into bank 6, 
the colour Is then poked into the area in 
bank 6 that, stores the colour palette 
LINE 770 this bit does the poking 
LINE S1Q copies screen 6 back to the 
physical screen 

That’s it, 1 hope you find the program as 
useful as I know' many people have found 
it over the past feur weeks. 


OOPS, MR EDITOR! 

Hey, before I pop back into looney land 
did anybody notice the slight mistake in 
the last issue? Quite a few people who 
have written Lo me commented on my 
rather unusual spelling of'diskuss', this 
is due to the fact that I usually speli disk 
(as in 3.5 ! floppies) with a k C, but N,A,U, 
prefers to use the more unique way of 
spelling disk with a 'K' (still with me?], 
anyway to cut a long story short a slight 
mistake obviously occurred with the 
Search/Replace functions of the good old 
word processor, Apologies to those who 
thought I may have been re writing the 
English dictionary, 

SIGNING OFF 

Thanks to Sandra Sharkey (ali-round- 
amazing person) for the collection of PD 
disks, they are always brilliant 1 !! That'S it 
for this time, if you want any of the new 
ST0S PD disks (they include games, 
demos and loads of sample disks) contact 


Hf! fAI ****** •«*«**»#•* *********** *********** ttMItltl ********* *********** »* ** 

2B run * * 

30 r*B * HrtlUBQW Program f Jilting »2 * 

4B r*n * " 

"50 r*rr * Eelfcir cycling dwio uwaiitt ■* machine code module in h*nk ItJU * 

ilB rein * md*r teifil.rtsi of HBL and VBL :i nterr xmI*. * 

7B rem + * 

R0 * By Arttrwioy hfciikin * 

90 rem * * 

L 0 i! reJ* * Fen hJEW ATAR [ II5ER f FA&fe £ Magazine 27t.fi iluCV 1990 * 

| ] 0 t- <M * * 

l2(t ren **■** ** ** ********* ******* ********** mi » n i**•* ******* ** ***** ** ** w* *w * ** ** 
ISfe rom 

3 4B r wm < - lnia.ta.el 1CI ocreer, r-*^ -arid load eenory bank J0 > 

150 rem 

140 break off a tsv aft i mt*im 0 t hidu an i cur* dFf 
170 wm# 10 i reserve as djat* I0,ft30 ; 19+d '7alnbcnii prq" H 10 
1B0 rem 

190 ram <---- 5#fc up eai our bar display - > 

700 r I'm 

210 K-0 a Y-40 

220 + nr CdiL-0 tn- IS a ink COL t bar *,Y to 7+19,7+119 t S-S*2B a n*M CDL 
23® centre "STflS Ba*ic calcar rainbow imno. " 


240 locate £.22 a centre H Click *Ou*i hey to quit u 
rna ram 

260 rum O--Cycle through *11 16 coitiur'* - 

2? 0 r o-T1 

2B0 re* dreg 401- 5 : ripple on/ripple of* flap -= 1 “-on , 0 = oft 
790 r »g «• colour register nu Tiber 1 ! 0 to 15 inuiutiw > 

300 rem 


310 1 tincr-0 

370 *+ii S* bey^falce 

330 locate 0,2 s terttre " Cycling cal mar # , '*«tr4 ttUL3 *" H 
240 dreq ia^l r dreg (JO»COL ; call 10 

350 i f t ;1 m+r > 700 then dreg(0J=0 1 cal t i0 1 inc COL : l inm-^0 
3AB if CDL/15 thwn CDL-® 

2/0 H,*nc 

30P rem 

390 rem < .... Tidy up btfor* terminating program --> 

400 rem 

410 dr*rg £0)-0 i **JJ 10 
420 breat an a default : end 


Above - Program 2 - a demo using the rmnbouf routine 

Right ■ a routine/or pasting sprites 
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L 43Ef r frfn v v*^ ’■’vw v»» r. - ;I r T v, . v ,_. v ^ -j^. - 4 -»_i.^n.^i_*,i%pvs.-'v* , r-«i-'vft.'v 

LIE" SIMPLE SPHtlE PL.DTTFR 

L 2 IS f C(| 

4 30 rcn Gy Peter HiCka-Vi 

14B I" ft 11 r " "■"''t" flj Jj Jlj ----^-- '--- I'rftbVl.l 14 -- -- -- -i- -- -u --V, Vl W -ur, 

l,5fl SPNlffT- 1 j rotor vu hk j:rccn t 
l£-4 iiLiftLLb 330 5 q.cDLrb 470 i gos-Nb 373 
J 7(1 -c.h-3.nqe fliouco 4 

1 Li J repeat 

J T41 TEMP*-upper* Linkey#} 

200 TEMP e iTlb'.j ift <tf-y 

2L0 it TEMP*--+" and ^NLJH, hH IMRFR. Dr DPIfLIES than ir.p SPNUM i qoejb 3711 s £**□□«■ 
rotlU9*f 3-f-SPf^UM 

--** J * rFPF*-.- " «nd S^NUh. E than drc SPNLrh i gaeub Z7VC t nhtnqe nousa 3-SFNUH 

3 30 TEfflP*"-- i_ii than- QOHub 473 

2 40 3 t 1 FHF1‘-"F5" then .qonub &B0 
730 if TEMP” 1 thor. gci*,,-iM 460 
240 if 7FMP*-"C" then cSm 

-’7F s i TEnP*- ri U‘‘ then ji..,. I? 05 0 
260 until TFMP±»''Q~ 

1’PE -nd 

3015 r BlTl ”*■ ■ wn - - ^ -Ur. v-u-yiv%4 P n r ^iviV^<V^ 

31? rcm GET UP SCREEN 

320 rom ~ j "*■ VV'rV4r'M'MAiMiV44iV -.-L.-.-U-. i_-_ vaiyivv^v^ li -i. .*■ -w n. -u i_ -u ---_ r_r».!>i., 

;.■« b«y af I J iHtfa 0 » cur*. .;f f g clw ; flash off ; rftturn 

34C r* jjl ■««-«. ■*-'>> -. rk i, n_ iv V ^ rh-^ ru -Vftj-"r ■Y.-Hi ”kj ft* - L.->b- u i.<-i.-u-v n_i.-_-i.-i. t. 

rmm fend x/\ ty sprite 

.jE> 0 rem -j ^--r A.-.". -v-.-. ■d-L r .-jV--Vl -J-1. -J-1--W-1_ 

370 G r~at Ar' fc ( 11 +-22 

3HSI A- f peek < ST * £ LSFMJM- L J #R > i-4 I-) * 1 & 

370 V-rpBBi. L5T-M (5PNUM ■ n HQ) *t) 

4 00 hnTX-p eek £ S T * i (EPNLiM- £)+8 J + 61 

4 !0 irQTr-peel. 1 ST■+■ i (5PNUM-1) *9i r?f 

420 TK-k mouse 1 f Y=y kim-.i- t limit rouse 1,1 to 3 L fc?— K , L PR—V f 15 oouse-rTX s y 
hPuse^T Y 
430 rot ur 11 

4401 r V-IP' " V * r *' t ^ ~ % ' -b **■** n- ---- 1 ------- -- 1 . >. r*. ■ j 't .->j *.-1 ^Li-v -_-i_^ -u-t 

4S0 run I,QAD SPRITE EnFiNh: 

4T ® qcssLiti « Lhanqc rouse I : limit mwse a NrtHE*-fils «*1 *41* (, PICK 

fl KPR5TF BW j 

4R0 L F f+IME * =" “ f hen zhanqc moutn :i+SFNI JH t gosutn BI0 : return 

44-B er-ja_* 1 J laid NRMtl : QPnub S50 t NLM6ER_-LIF_RPRT7PF-deek latart (lJ +541 1 

thenac mouse 4 ; RPNUM-i t qoeub i‘/H 

S1S0 qotnh 770 

510 gocuti BtW i return 

520 Ten! «-*>■** " --' ^-^A-...-. >.n rVV r ) . >%MIW y V i, %H 

53U rom [dt r SPR ] TF PA( FTTE 

340 r (a|7j 4i-*u‘»fc'h-u-v «%Ve'V¥'V1 > , V V"r "e-V r V*ii■'V "m ^ 'll-^-V-H.-Si-*fcrSi -ig 1. -U-u-v- 1 ..-_i_-_ ^i-> >r r >rvsn,iyj, 

550 yp=hun;t lei Ir t f 1} tp etart £ 1J+ien§th l E 3 , "Pfll T” ) j if iP-0 then return 
3M0 J£P—XP 4 4 ; for 1-0 to 15 5 celtjur 1 , deek ( I*2*XP i : rtojit I 3 return e«rc 
HTAILE&a .0 

S7B r Aid l V'kV4fWii^4i^|iV4jJui% %H.-.-u-LH.t,%.u% VH.%,n P <vV'V% , V>k-%'V¥J|4rV4<^4-Ki^haH. Hi-un. fiAi^mmiwiii s.n.^n.iyv 

500 rem SAVE NED PiCTUHE 

5^0 ri*m H.'i-vrvV4 P '%% -.H.-i.>.H.i.ii.n..>ivn,a 1 rvt i JV*r«.'V'.-kiV'u*r‘u-UH.-ju-i.-i.-VTVti-t -yuHui_ 

^00 yosub 730 I change souse 1 r limit nouce j NflM£*=fL1e select**"*,NE0“,"PICK 

ft SfWE NfiHE"! 5 EMin.qe mouse 3+SPHUM : |go*Uh 370 ; hi be on j gpeuib ML0 

EL 0 if NftME*-" 11 then choiM on 3 return 

6ZB save NfthE*,t ? a-hoe on : return 

£|. J,|fl P" £|d 'V^"-'V%fti1r4i'VHfti^r4iV‘i.Hjniii-u-i, ■ii-um.-i.fyiy -.. -_ ■*. h . ■v’fen.-iVfti ■■s-Mj -MrH. Hji' -o hl-^-_-i_ 1 . -_ i_-_ m_-u v-uvVVftiV. W 

*40 rem PUT SPRITE 0 N 5PHPRU 

*50 r am > -- ^-. -._. > -v^^.^.r r ^r k 

*60 repeat 3 ItTP^moLitt key a until TEhP-O-1 
470 TErtPl-st niuuss a TEMPfiy motiee 

ARB i( TEMF—i then 730 j hide an s sprite L ,7FMP^, TEMPT ,GPnUM‘ : malt KliJ ; 

put sprit# L ; 73(-TCMRSt--H07X : 7Y^TFMPV-H0TV a i*a:t vhl i write eff L i shot* ei 

: Ink IS s bem tn TJt+K ‘ 1, TY+Y+t 

4T0 return 

70a rem I ^" r " r 

710 rem RE T SCREEN 

720 rem 

770 hide e icrsm copy phyme tc A : QOUMb 770 r phaw ! return 

7^43 rSft 'VV<iVb«VMrt% , Wi4rti-.ftrtn*<H 4 H.Mn if vs pn , W | %W{WlS(V , i ^^^i 1 rt i Ti % , (fcw%lW 

7G0 rem Pftl FTTE 

7 t 0 rom -- -—---■>-r v^ 1 .-^- T ^ r . ^^ ^^^^^^^, v , l .^^... ^^^^ 

7Tr far LBf-0 to it, i doke mart £ 6 ] +37B00* £1 npn;23 ,r D i Q u r [ L f]PI 5 ne^t LOP : 

return 

7RB r rm 

790 rem Pl jf aCRCEW 

^10 hide 3 screen fdpy 4 to physic t screen copy A ta back 1 0n. w 

62U get palette ■Iftl 3 : return 


STOS 

from PAGE 6 

NEW ATARI USER wants you to 
enjoy tKe delights of STOS with 
these special offers 


STOS BASIC 

The programming language 
you need to get started 

Recommended price £29.95 

OUR PRICE £21,95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 

Recommended price £69.95 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs into 
ultra fast machine code 

Recommended price i£l9.95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 

Recommended price £14.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 
written by others 

Recommended price £19495 

OUR PRICE £14.95 

All these offers available to readers of 
NEW ATARI USER from Page 6 Publishing 
Use the order form on page 49 or write to 
PAGE 6. P.Q. Box 54, Stafford, ST16 1DR 
Credh card orders accepted 
by telephone to 0785 213923 
Or by FAX on 0785 54355 


Page 6 publishing ftjr a full list of their 
excellent software. If you want to know 
more about the Rivcrdcrit: STOS demn 
source code give them u bell on (0734) 
45241b- 

What the heck, while I'm plugging every 
company under the sun I might as well 
mention my old mate Aaron FothergUl 
whose STDS dub has now reached 700 
members. If you want more information 


drop him a line at 1 LOWER MOOR, 
WH1DDEN VALLEY, BARNSTAPLE, 
NORTH DEVON, EX32 8NW and remem 
ber to give me a mention (please) hi 

Okay have fun and I’ll speak to you in 
the next issue (perhaps I’ll give you a 
report on what Mandarin got up to at the 
European Computer Entertainment 
Show), 


Write to Peter Hickman 
at 

36 CLEVERLEY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 OLX 
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STRATEGY 


GOLD OF THE 
AMERICAS 


I t is 1501. The: Ring has just given 
you four small armies, three groups 
of colonists . a couple of trading ves¬ 
sels and two of his best explorers, with 
insl ructions to explore anti colonise the 
Now World, Every ten years he will send 
out more help, but he will of course want 
TAXES in return! The main problem is 
that you are only one of four such groups 
(England, Portugal. Spain and France) 
who each want more than their fair share 
of the Americas! 

Gold of the Americas is a very colourful, 
mouse driven simulation of the period 
from 150! to 1B00. It follows the stan¬ 
dard War Game philosophy of allowing 
each player to enter a set of instructions 
for his forces, then resolves them using 
internal "Combat Resolution Tables" and 
"simulated dice throws". 

On each turn you are lead through de 
tailed reports of all the previous move's 
activities. This is followed by the Acquisi 
tion Phase, So which you spend your 
money on armies, colonists, trading 
ships, warships, privateers, or slaves to 
supplement those sen! from home. The 
left hand side of the screen always shows 
the current map of the Americas, and 
you can point anywhere on it to get an 
immediate pictorial report of an area - 
colony size, development, loyalty: native 
strength: mineral and gold resources: ell 
mate and agricultural potential. 

The next phase Is Placement - your re¬ 
sources are all shown graphically, you 



Title: 

GOLD OF THE AMERICAS 

Publ sher: 

Strategic Studies Group 

Ft ce: 

£24.99 

Reviewer: 

John Sweeney 


just select and 
drag- You ran send 
explorers to try and 
open up new areas, 
or to lead your 
armies on raids or 
invasions; you can 
send colonists to 
newly explored 
areas, or to build 
up existing col¬ 
onies; you can 
place your traders, 
warships and pri¬ 
vateers In the 
various oceans. 

Armies are also 

useful to help keep your explorers and 
colonists alive during the early turns, be¬ 
fore all the natives die of European dis¬ 
eases! 

The last phase is Colony Management - 
each colony can. optionally, he exploited 
(preferably only If they have natives or 
slaves’), developed (put extra money into 
growing faster), or placated (initially it is 
to placate the natives and stop them eat¬ 
ing your colonists, later it is to placate 
the colonists and stop them declaring 
i nd e pend e n ee! t he more as t u tc of you 
will have noticed that the game finishes 
24 years AFTER the American Revolu¬ 
tion!), 

Each of the other players then gets to 
make his turn, The new status of the 
world is displayed. And off you go again 
for the next turn. If the other play 
ers are being run by the computer 
(you can choose Noilce, Normal or 
Expert for each enemy country) 
then the turn is almost, instantane¬ 
ous, If you are playing against hu¬ 
mans then they wi 11 probably want 
you to leave (he room while they 
make I heir moves - usually 2 or 3 
minutes per player per turn, even il 
you hurry. 

A solo game against the computer 
takes a couple of hours. You will 
need to play quite a few games to 
really understand liow It all hangs 
together. If you develop too quickly 
your colonies will go Independent, if you 
go too slowly they may die out or not give 
you enough cash- Extortionate taxes 
mean that you never have enough 
money, so you can never keep all your 
fleets and colonies as you would like. The 
enemy keep raiding or invading, and you 
have no control of your mother country’s 



foreign policy - France may invade a col 
ony of yours on one turn, then when you 
try to retaliate you find you are not 
allowed to because some idiot back home 
lias signed a peace treaty with them] lYi- 
vateers, diseases and revolts beset you 
on every side! 

I felt at times that perhaps there was a 
little too much randomness and that E 
would like to know the details of some of 
the CRTs to help me make decisions. 
There is further variability in that the 
different countries get different amounts 
of home support at different stages of the 
game, for instance Spain starts out with 
a lot of help from home, which tails oft" 
gjst as England and France start getting 
lots of help and slari really beating Spain 
up maybe historically accurate, but 
very frustrating. Some of that random¬ 
ness ran be removed by turning off the 
Historical Options. 

Playing against humans requires a lot of 
time as each player will need at least two 
hours, and there is not a lot to do while 
your opponents are making their moves 
still if you like that sort of game then this 
is an excellent example of it. 


GAiMEPLAY - Nice War Game Led ft lots 
of features - designed mouse in¬ 

terfaces make ti Jim to play 

GRAPHICS - Lois ojexcellent pictures, 
metl descried so that you can easily 
see mi Lai is happening 

VERDICT A good tear game for ? to 4 
players as Jong as you haue lots of 
time 


7 4 


l&iue 46 - New Alan User 





































* POCKET SIZED + PC-COMPATIBLE * PERSONAL ORGANISER * 



Portfolio 


THE PC 
IN YOUR 

POCKET 


The new Portfolio from Atari is the world’s first pocket- 
sized electronic organiser that is also a powerful PC 
compatible computer, with a fufi QWERTY keyboard 
and scrolling 80x25 character display. 

Portfolio includes everything you would expect from an 
electronic organiser - an address and telephone book r 
time manager, diary and sophisticated calculator. 

Portfolio also includes several functions that you would 
not expect - a spreadsheet for your personal budget 
and expense records r as well as a texr processor for 
typing memos and letters . 

And, because Atari's Portfolio is PC compatible, it can 
communicate with your desktop PC at home, or in the 
office. You can transfer files from one to the other, to 
enable you to update your reports and figures with the 
Portfolio while you are on the move. 


FOR 

ONLY 


£199 


INC 

VAT 


' SPECIFICATION 1 

* PrecttfSQr; Iniel 90C&9 at 4.tM52Mhz. 

* Operating Syefe-m: Compallbla with M-S-DOS 2.11. 

* JnfenFN^ ROW; 2&6K containing BIOS, operating system 

end applications suite. 

* RAM: 12BK Al(h an internal RAM disk pqnPigi.jrgbte Ir-om 

EK. Externally expandable to £piOK ftAM 

* Keyboard: 63 keys, QWERTY.! BM PC SlOS compatible. 

Buied numeric pad arc luncteh keys. Qplianalsrey click 

* Character Set: -• landed IBM ASCII 1355 characters! 

* Mass storage: credit bar'd sized memory card* (aiKbr 

BAK or 12EK RAM). 


■* 


* 

* 

* 

* 

r 


Display: Graphics LCQ, iupertwisi inchnofoyy, MDA com¬ 
patible. 40 columns n 6 lines. ZAQ jt 64 pixels (w Ih the 
option to wiriA/w n lul 00 k character d splay). 
Kpybbar-d controlled contrast 
Peripheral*: §0 pin expansion BUS to lake serial and! 
parallel ports and rr-emury K«p;iriK tpr- uni*’? 

Size.' 8" if 4’ K 1 ' (2M-nm It IDSum tt 20m mj. 

HfetoAr 40S, grarntree i>Hh Satter.es). 

Apf*frr«jj(»ns: calendar and diary, address and pflioiie 
boo*!, Lmus 1^-3 offlTraatrB'e spr'esttehtfflt, tat processor, 
cpiriniunicetrons software 


COMiNG~SOONT } 


Irr nijdilton ic iha eKCElient solwaye built-in do ite Remfolig Free 
oi Change |eee righl), ^hrjr ricliwar? andparipberal prcducls. such 
as the scphisiicslKi RscKel Finance package and eefial&Brtiinnics 
(menacesare available. Ann i ciuesn'l slep Ihpro Marry Tahuiac- 
trirjTS hnvn rgcognsad me potential ol the Aonlolfo and hih'* 
a.iearjfysiaried ic design rmw pen ;rhi:rgi 5 . ^nd SJotbA'ar-ai Producla 
curranr y undrrr rtertriepment include' Serial *ite H ace with built 
in mini moderr. Apple Macintosh inie-ilacp. bucing^s utility and 
programming HjFjwara plus a range ol adventure and bailie 
strategy games. Fortynher n-eadeiailj da Hr? RjriMfor«iga. fill 
in Ihe cpjpcn oekw and return 1 Ip cs Systems new 


5 BUILT-IN APPLICATIONS f 
TO GET YOU ORGANISEDm 


Tp gel you slatted, RsrUtHitf comes wilh a sure 
Ol 1 live uSelul functions built-in, all accessrc e 
Irom a simple menu display 

TIME MANAGER 

More Ihgn jus) an eeclronic diary, Ihe Portia! c 
Tine Manager enables you Ip plan ypur ap 
poinlrrsnta via a ocmprehenuive calendar and 
diary, ll c&n even bp programmed lo sound an 
audible y. arm at epecilic times tc- remind yog 
ol mportant appointment. 

CALCULATOR 

'■tour Ppri'clic will be invaluable in Ihe oi'ice or 
srl home as a powerful parked calculator. It has 
e full rsnge ol Igncitons. including laotoriai, 


power and r-KX calculaltons, all with multi 
display formate and memories. 

ADDRESS BOOK & DIALLER 

Parlfol q Has a complete Odd'ass took facility 
that aiklWS you lo store hundreds ol addresses 
Endpnone numtere. And, at Ihe touch Ql a oul- 
tnn, you can rath eve any one or them, or search 
for a specific grouping, SLdh as all lal an 
restaurants' And, whan you are reac y to book 
you r ladle, hold your FWol© to ysur telephora 
mputhpiecis Hfl<f use its soadial built-in teie 
dialler to dial the number for you. 

TEXT PROCESSOR 

The Portfolio's tHi ll-in le*!.processor program 


mciue^s word wrap, hne and column count 
sir ng search, in "Act mostol the iunokons you 
wCtiU find fo a word processor, ll Jiaitf.es 
pmler and word processor control MtftiS and 
al cws easy iransler o? tiles bebr^een Portfolio 
antf your desktop PC. 

SPREADSHEET 

For rtffll eaculating power. Pblfolio has a Lotus 
1-2-3 cOmpalid-'e spreadsheet bgilE-in. IE has 
127 osumna x 225 rews and 'OadsAwriteS Lotus 
VI .0 and U^.OI l les. SO you can 5ransfe r data 
to and Irom Lotus 1-2-3 on your desktop RC. 
Tna Rclfolio's 2b6K ROM inplydeh MS--DC3 
and PC BIOS compatible systems sOltware 



MEIWORY CARDS 

RduKAc- cati Htorv ^rici rpi-iai,!? cj.ia aid presroms. Inm 
in owi-i FAhl m lrr<- hiil*I :^r»di| curd bizp ^wmory canSa. 
than skn mlo H^ulh-ine«r4cliiv« TV« vmOi-a-e e-aiiablo 
in IIidg Si 2 BS. 32K e^KARrl ISflf. 60 you cun cairy-s Ifcrafy 
ci di:j i- vnur ncr.-r.i Thn cordUijvs nl-o a:i.i.^-k. RCtV 
Lcurd^. -Inch car, cuniain ccm5i*(cW or On 00 : 11114 j V iiwvru 


POWER SUPPLY 

Pci llolkl it. [Hj-fllljr; jy lhl«. AO jallQl Ch wlch —III iun 
fur up to r. x *ooi-m wi|li nni-na man. or liortihcra is us 
ing on adaplar All |ho pu-iph?-ol t lake Ihcir pever trom 
Ihe pQ'iftlto KHiutMlm tmterivioi HduulDisar»rraqjTDl. 
4 jitlury-lM' ivnrning ond back-up ensure-Thai 

lYo rcjiiEr Is ncl osl vvhon ihn kouorin hic chBngcci. 


INTERFACES & PERIPHERALS 

F^rftsIliiMnccmrripritrtSwthgtrier cDmoulurs and s^a- 
i>S'c: i growing] i-hogo ijf pwtipi-wJnlH mi a buili In 6C- sli 
but ccr -rf.-iiiii. Fteiphe-olg #vai'-r3k- include- scria : un-U 
par dIIbI murluMEi and nrvirivry t^uU«U«ra (to SMKJ Voj 
can a’ic- add .1 card nrin* hj y«vi Jus^lcp PC. Is theblc 
it la rcad-UTila do Pofirolio’s c^a-ilo J 


n 


SILICA SYSTEMS OFFER YOU 


FREE OVERNIGHT CQURtEP DELflr'EHlt On alt hard’ware orders shipped in thG UK. 
TECHNICAL SUPPORT HELPLINE- Team ol Aiari l^chnlcsl experts at your service. 

PRICE MATCH: Wb normally malch- cpmpetilOfS on a "SOmo producl - Seme price” basis, 
ESTABUSHtQ tz YEARS: Proven I rack record in professional compuler sales. 

£J3iU TURNOVER fwrtb SO staff)- solid and reliable wilh mamin ned growth 
SUSlNESS/EDUCATfON/GOVERNMENT: Volume discounts availablg for large orders. 
SHOWROOMS: Damonatralion and framing; facilities at Our London & Sidcup branches. 
THE FULL STOCK RANGE: Alt 0-1 yOur Atari PC requirements from one supplier. 

TREE CATALOGUES; Will be mailed to ynu wiln oilers and SPlSwartf/pBnpheral details. 
PAYMENT; 0y cash, cheqoe and all majbr credit card& 

CREDIT PAYMENT TERMS: Silica are kcensod credit brekars- delaila on request 


Befo c- yau docidn whnn re buy your rs*w Atari PtrCloIra, we sugciinl you mink wry caretolly aabu? WH ERE ycu 
buy iL CilnfiiUar what it will he 1Aa a lew mqnihs alter buying yCiuf Pbrifolta, when yag may requ ire #<HI(i0hal 
perlptiarBfo or schwara, » hefo and advice with yegr new purchaBe. And, will LheoaiUpareyyDU buy Irani CCTtBCl 
yuu Ml ti details of now Rtmlq-in g-otfuCIS? At SiliGa Sy^ams, wa ensure ihal yag <411 have rolhirg 10 -ivfirry aaout. 
Silks Syaierna is u 11 ™ cvisian oi Silica Shoe, me UK's leading Aiari speci&asis This iu9m tfiAscin has been 
eslBbliahBd W provide a aervite to Ihu rr.sre scrags home user. HS #Bll as DO bualnaas and education pgrohasnrs 

IE 


tulcj hnvehnsn eslBOKshed lOrOvar 12 yearn, anu 
kiVB an annuo! turncMCf ol tig mllllpn With Our 
vnrivalled axpefienoa ihd expe.-bsu, we can ncr*’ 
cimm ao rr eg; our tuatomara raquirarrMinis win an 
. ■iJerscardirg which i secentf to none. But dOfl’L 
Iual lake Our mtud for I. Completa nnn rcrum Ihe 
cct-onn now. for 0U-‘ Isiaai Fret lurature and begin 
to Experience Ihe "Silicg Syslems Service”. 


SIUCA 

SYSTEMS 


MAIL ORDER; 1-i The Mews, Hathsrffiy Fid. Sidcup Kent, DAU tfDX Tetr aSt-309 

□ndftr UnHS Qpan. Mp-t-Sfll H (Ki Bm-S.COpm _ Ho Lulu Hlghl Qnojaw Fm hex BflV30e OSOS 


LONDON SHOP: 

Operirg Hou-a. 


SIDCUP SHOP: 

Qpanine He---:; 


5? Tottenham Court Road London, wiP ORA 

M on-Set ’StfOsm-S OOpm _ Lnm Nighi: hursea y umii fty,- 


Teh 07 K’SSD -1J00 

5£i 1171 ’ 333 4737 _ 

1-4 The Mews, Hatherley Hd, Sidcup. Kent, DA14 J0X Tel: 081-302 &t11 

Mon-SM ftMim-S36pm Luie v^hi. Friildy „fvi 7pni ra< no 061 3C9CC-I7 


B U SI NE-SSfE DU CATION: 1-4 Ihn rV:ew;, haiHerje'y Rd SidHip, Karat, DA 1.1 C T?. 081-308 0898 

OrdorLmns opfin. Mon-Fi QQ0 kin-$ CCp- biased on SDlundsrys Fu he: Uic X*3 IKkfl 


To: Silica Systams, Dept PSIX-1090-38, 1-4 The Mews, Hatherley Rd, Sidcup. Kent DAI4 4DX 1 


PLEASE SEND INFORMATION 


PORTFOLIO 


Mr/MrsfWs: 


Addre&E: 


Initials:. Surname: 


Till (Home): 


Postcode: 
Tel IWorkL 


I 

^ Company Name 

^jVhich Domputenfa), if any. do you Own" 7 ....... 

EiCE Wlvt'liSrifl h-U s-Jwii-rjlKflj mjy ihpngs glHH Nlum Ihl «iipM IPr IM jail mhim-ii^T 
































































































Mil 1 , 


Hundreds of disks for both the Atari XL/XE and 
the Atari ST hut with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don r t throw in everything just to make our 
catalogue bigger. 

Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIOHS * hundreds of quality im¬ 
ages to include in your DTP creations 

CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 
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GREAT 

^ flight 
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We import hooks direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 • SOME GREAT TITLES 
THAT YOU DON f T SEE ELSEWHERE 


Keep that equipment free from dust and spills. We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 


THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 213928 Ask for our FREE catalogues 
































